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Welcome to the third Ultimate CD. This month we've got 14 juicy playahle 
demos, including ExcaliburdinA 7th Legion, crammed on to the CD. 







Requirements 

The Ultimate CD is 
optimised for machines 
with the following 
specifications: P75, 
Windows '95, 16 bit 
display, 16 MB RAM, 
sound card. 

Utilities 

More and more Windows 
'95 games now require 
DirectX, which is why 
we've stuck a version on 
the CD for anyone who 
hasn't already got it. 

To install it on to your 
PC, simply select the 
DirectX 5 sub-directory 
and then follow the 
on-screen instructions. 
There - couldn't be easier! 

CD Helpline 

The Ultimate CD is 
thoroughly tested for any 
faults and is in full 
working order before it is 
distributed. However, 
should you have any 
problems of any kind, you 
can ring our special 
Ulhmate pc helpline 
between the hours of 
3pm and 6pm. The 
number to ring is: 

01425 674446 


Pax Imperia: Eminent Domain 


Publisher : THQ 
Release : November 
Controls : Keyboard + mouse 
Platform : Win 95 




Ever fancied building yourself a galactic empire? 


elcome to the future! Pax Imperia: Eminent 
Domain is the newest baby from THQ, a huge 

civilisation simulation of 
galactic proportions. 

Unfortunately, most of the really 
neat options are disabled for the 
demo, but it still offers a huge 
potential for gamers. The aim of 
course, is to take over the 
known universe by building star 
spanning dvilisations. To do this 
you must be able to balance 
massive economics, research and 
develop new technologies to 

advance in your quest for universal peace and harmony, (as if!), and 
still be able to negotiate with your neighbouring races to ensure 
planetary security. The game has an amazing reaUtime combat system 
for stomping on all those races that will not come to heel and behave 
themselves! Good luck! You'll probably need it! 


Pit your wits against the might of a devious army consisting of 
cyborgs, robots, and death-bringing heavy vehicles 


DISC TMee 

DISC one 


rn HVIFD 


7th Legion 

Publisher: Microprose 
Release: November 
Controls : Mouse & Keyboard 
Platform : Windows 95 


I ere's your chance to experience real-time 
strategy gaming at its best with a fully playable 
demo of the stunning new war sim 7th Legion, 
Speed is definitely of the essence in this game; 
build your base quickly to start churning out men 
and machines of war, locate the enemy base, and 
then send in everything you've got in one mass 
battalion! A word of advice: Remember the battle 
cards, they can be incredibly useful! To play the 
game, just follow the on-screen instructions to 
install it to your hard drive, then you're away. 
Please note: some machines may require re-booting 
after installing to ensure the game runs correctly. 
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How to Use the Ultimate CD 

This month the Ultimate CD has gone through something of a re>design, with 
the emphasis still on ease of use. From the main menu screen you'll see a 
list of demos on the left hand side. To view each one simply click on the 
game's name and then click on the Install option at the bottom of the screen 
to install it. 

If you do have any trouble with the CD, please call the helpline number at 
the bottom of the page. 


Conquest Earth 

Publisher: Eidos 
Release: Out Now! 

Platform: Win 95 
Controls: Keyboard 

ELlnyone want a fun screen saver? Then look no further, Conquest Earth, 
a forthcoming title from Eidos, has been lovingly transformed, for the sake of 
the demo of course, into a working screen blanker. 

What's even better is that it's playable! Don't worry, although the demo is 
based around the old and original Space Invaders, with rows of aliens stomping 
across the screen, slowly getting nearer and nearer, the game in fact has 
nothing at all to do with this. It is another real time strategy sim, with 
excellent graphics and a high level of playability. 



Cricket '97 - Ashes Tour Edition 

Publisher: Electronic Arts 
Release: Out Now 
Platform: Win 95 + Direct X 3.0 
Controls: Keyboard 

E9his is your chance to take home the ashes in 
a blaze of cricketing glory. With three levels of 
difficulty to choose from, and the ability to use 
dozens of moves, including being able to slide the batsman into the crease from 
a selection of simple keystrokes, this should prove a stomping game for all you 
cricket fans. The demo scenario is delicately poised; after fifty overs the West 
Indies have two hundred and fifteen runs, which the computer is controlling. The 
player has control of the opposition, the Australians, which have to score a big 
forty one runs in just six overs. The Aussies are in bat, so go for it! 




Excalibur 2555AD 

Publisher: Telstar Electronic Studios 
Release: Out Now! 

Platform: Win 95 
Controls: Keyboard 


L5lxco//bur 2555AD is a game for everyone, just about any machine, and doesn't 
even need to be installed, it runs straight from the CD. For those of you that have 
a thing for swords and sorcery, this could be your game - a highly addictive 
taster of the full version. Some particularly unpleasant fellows travel back in 
time, steal the great sword Excalibur with the aim of ruling the world back in 
their own time. Merlin of course isn't having any of it, he promptly sends Beth, a 
beautiful but deadly female warrior, to track down the sword and return it to its 
rightful place, the hands of the King. Enjoy! 


Galapagos 

Publisher: Electronic Arts 
Release: Out Now! 

Platform: Win 95 + Direct X 
Controls: Keyboard, joystick 

ancy experiencing some artifidal 
intelligence? Yes? Well, Galapagos could 
well be the one for you. This small piece 
of the game is fully functioning, with all the ingenuity and cunning of the full 
version. Your job is to guide Mendal, a autonomous spider-like creature, through 




a series of puzzles and tricky situations. The fun bit is that Mendal is not under 
your control, rather under your wing so to speak, you must manipulate the 
surroundings to coax your new friend through hostile environments. He will adapt 
and learn, but only with your help! The more you allow harm to come to him, the 
less confident and sure of himself he becomes, and visa-versa: the more you help 
him the quicker he will learn about his new and awe-inspiring world. 


G Police 

Publisher: Psygnosis 
Release: October 
Platform: Win 95 + Direct X 
Controls: Keyboard fit joystick 


Q 



\-Police is a fast and furious arcade 
style flight sim with lots of action. In 
this one mission demo you are the pilot 
of a Havoc craft, and your orders are 
simple: destroy Nandsoft aircraft, 
destroy the Krakov mining droid, and protect the Nandsoft base by smashing as 
much Krakov hardware as you can find. The play area is defined by an 
unmistakable blue grid which surrounds the area. Scattered around the landscape 
are lots of vehicles, most of which can taken out, (with particularly good 
explosions!). A joystick or joy pad can be configured to use, as well as the 
keyboard. Most of the features in the demo are working, with the exception of 
full throttle control, and any options set will not be saved. 



Hexen II 

Publisher: Activision 
Release: Out Now! 

Platform: Win 95 + Direct X 
Controls: Keyboard 


IJLihat can I say? We're spoiling you rotten! As well as all the other goodies 
included on this month's CD, we're giving away a fully playable demo of the 
excellent sequel Hexen II, which, in my opinion, really is the dog's whotsits. It 
will run on just about any machine, with or without a serious graphics card, 
although it does need Direct X to be present on your system. The demo is a one 
level job, and even though it is reasonably easy, it gives the player a damn good 
idea of what the full game will offer. A word of warning: watch out for the 
spiders! (N.B. Press space to crouch!) 


Need For Speed USE 

Publisher: Electronic Arts 
Release: November 
Platform: Win 95 + Direct X 
Controls: Keyboard only 

□ his is a cut down demo version of 
the latest racer from Electronic Arts, 

Need For Speed II Special Edition. This 
is a car lover's paradise, with just 
about every supercar known to man and 
beast available for a quick spin round 
the track. Hammer your way round hairpins at speeds in excess of a hundred 
and fifty, learn to fly by taking the natural ramps in the track at even sillier 
speeds. Be warned though, you will need a high spec machine to run this demo, 
at least a three figure Pentium, sixteen megs of ram, a 3Dfx board and the 
latest version of Direct X. 
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Directory Screen 

After booting up the Ultimate, or Virgin CD, you'll be faced with a split 
screen. On the left hand side you'll find a list of all the demos on the 
CD. Highlighting and then clicking on each title will bring up a screen 
on the right hand side containing an image of the game and any 
readme.txt that accompanies it. An install option will also appear in the 
bottom left corner of the screen - press this and you're off! 

To exit Ultimate CD, simply click on the Exit option at the bottom of 
the screen. 


e 

Virus 

Publisher: Telstar Electronic Studios 

Release: Out now 

Incubation 

Publisher: Slue Ryte 

Release: Out Now 

f 

r-- 




1 JsST 

Platform: Win 95 

Controls: Keyboard -i- mouse 

Platform: Win 95 + Direct X 
Controls: Mouse + keyboard 

fr ■ 

v 

r 
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■he rolling demo of this new and truly scary game from Telstar is a tiny, tiny 
glimpse of the whole game, where your PC becomes the playing field. Virus really 
is a new concept in gaming, combining some very thought provoking puzzles and 
a full-on three dimensional world where the virus will systematically work 
through and destroy files without so much as a by or leave. You are the only 
person that can stop it, because your PC is the source. You can see your own 
files, pictures, sounds, and text within the architecture of the game. As the 
viruses mutate and evolve, new support facilities become available, ammunition, 
bases, and a whole lot more besides. 


War Wind II - Human Onslaught 


mMncubation from Blue Byte 
Software is a mould breaking turn- 
based action game, the latest 
installment in the successful Battle Isle series. The game uses the Charisma 3D 
engine to bring to the strategy game the sense of action and tension more 
common to real-time games, while retaining the careful planning and tactical 
thinking beloved of more traditional wargames. Position your soldiers to cover 
each other, and clear the way to your objectives, while defending yourself against 
the mutated monsters of the planet Scayra. This demo is the start of a huge 
campaign which pits you against the deadly creatures attacking the human colony 
of Scay-Hallwa. 


Publisher: Activision 
Release: November 
Platform: Win 95 
Controls: Mouse, keyboard 

E9his is a demo for those 
people who loved C & C, and 
that type of game. The controls 
are pretty simple: click on a 
unit to highlight it, then click 
where you want it to go. All the 
pieces have different 
attributes, for instance the Frogman have explosive expertise which means 
they are very useful for the odd shoreline demolition, and Legionnaires are 
almost unbeatable because they can pick off a target from long range with a 
laser attack. Unfortunately most of the options are unavailable in this demo 
version, leaving you to play as the Marine Campaign. But then, even this 
should keep you amused for a few hours, and if you like it that much you'll 
just have to buy it! 



Netstorm 


Int. Rally Championship 

Publisher: Europress 
Release: Out Now! 

Platform: Win 95 + Direct X 
Controls: Keys, Joystick 

ISShy not experience the real thrill of rally driving in your own home, with 
this superb interactive demo from Europress. The next in line after the very 

popular RAC Rally, International 
Rally Championships really breaks 
the barriers of realistic handling, 
with several different driving modes; 
simulation, arcade, daytime, night¬ 
time and championship. If you're 
really feelin' frisky then why not try 
your luck on the snow covered 
mountain roads of Switzerland, or 
the dry arid sandiness of Egypt. If 
you can master all that, and still need more excitement, then you have no 
choice but to use the track editor to build your own custom designed circuit, 
completely from scratch. 





Publisher: Activision 
Release: Out Now! 

Platform: Win 95 
Controls: Mouse + keyboard 

Elor a really fresh concept in gaming, then try this out! Imagine yourself as 
a priest on a tiny island, floating free and high above the clouds (exactly like 
bricks don't!), with nothing but space and fresh air, oh yes, and some other 
priests all with a need to tie you to a sacrificial altar and consign you to the 

depths below! Don't worry, 
all is not lost yet, you 
have several methods of 
doing exactly the same 
thing to them to gain 
knowledge. It is a very 
good idea to run through 
the tutorials first though, 
as this shows you how to collect storm crystals from the geysers (for power), 
and how to build workshops. Golems, Sun disc throwers and Sun canons. Once 
you have built an altar, then you can capture the enemy priest, which is really 
what the game is about. 



Championship Manager 97/98 


Publisher: Eidos 
Released: November 
Platform: Windows '95 
Controls: Mouse 

ick the opposition into touch with 
this fully playable and extensive demo 
of Championship Manager 97/98. 

Starting from the beginning of the 
season, this demo allows players to 
manage any team from England up until Christmas. If you haven't already seen 
earlier incarnations of this game, then you'll soon find out exactly why this is 
rated as the best of its kind. If, however, you're a veteran of Championship 
Manager 2, then revel in the subtle, but important, changes that have been made. 
Changes that allow you to select exactly who takes free kicks, penalties and 
corners, changes that let you run three leagues out of nine all at the same time 
and even changes that allow you to edit player names! All in all it's looking a 
superb title and our review next month should prove this. 
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DISH auiBainni 

This month our second free CD-ROM 
features a selection of new titles puhlished 
by Virgin Interactive 



On your Virgin Interactive GD 

On our second free cover CD you will find demo versions of seven great new releases from Virgin Interactive. We have 
tried to keep the CD as simple to use as possible, but the different system requirements of the various games might 
mean that some will run better on your system than others. If you experience difficulty autoloading the CD, try using 
Explorer to open the drive, then find the file called Ultimate.exe, and double click this to start the intro sequence. Once 
this is running, you should have no further problems. However, Shadows of the Empire needs a 3dFX VooDoo chipset 
accelerator card, so unless you have one on your system, don't try to run the demo of this game. 


Broken Sword 11 

Publisher: Virgin Released: Out Now Platform: Win '95 Controls: Mouse 

roken Sword 11: The Smoking Mirror, developed by Revolution, is a classically animated point-and- 
click adventure which scored a big 92% when reviewed in our last issue. Here we present a playable 
section of the game for your enjoyment. The hero, George 
Stobbart, finds himself on the dockside in Marseilles, 
searching for clues to the whereabouts of his kidnapped 
girlfriend Nico. The game is easy to control by simply moving 
the cursor around the screen. At the top you will find game 
options such as load and save, music volume etc., while at 
the bottom of the screen you will find the inventory of items 
you have collected so far. And no, I don't know where he got 
the knickers from either! 






The Curse of Monkey Island 


Publisher: Virgin Released: Out Now Platform: Win '95 Controls: Mouse 



he latest episode in the continuing adventures of Guybrush Threepwood, and his nemesis 
LeChuck, the evil ghost pirate, is The Curse of Monkey Island, from LucasArts. In this interactive 

demo, you find yourself a captive on LeChuck's ship, and 
you must use wit and guile to try and escape. The game 
interface is simple to use; just move the cursor over 
objects you wish to investigate, and right click the mouse 
to bring up the action icon coin. Select the hand to grab or 
use the item, the skull to look at it, and the parrot to start 
a conversation. To aim the cannon, simply move the mouse 
around until it is pointing in the right direction, then left- 
click to fire. 


Ignition 

Publisher: Virgin Release: Out Now Platform: Win '95 Controls: Keys or Joystick 

E9his demo version of the hot new racing game by UDS is just to give you a taste of the action. 
There is only one track, Moosejaw Falls, and you can 
only use the Enforcer police car, but the racing is just 
as hectic as in the full version of the game. The track 
features some dangerous drops, so keep away from the 
edge, and beware of the tractor if you take the shortcut 
- it can run you over and really mess up your 
paintwork! The installation of the game may take a 
little while, as the files have to be unzipped, but this 
is all automatic, so there should be no problems. 
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Thanks to Virgin Interactive 

Special thanks go out this month to Virgin Interactive for the help they've given in putting together this exclusive CD 



Jedi Knight 

Publisher; Virgin Release: Out Now! Platform: Win ^95 Controls: Keys/mouse/foystick 


LSucasArts' first-person adventure game uses a powerful 3D engine to give you a taste of the world of the Jedi 
Knight, a warrior with spedal abilities derived from the mystical power of the Force. Any 
one who has seen the Star Wars trilogy will understand the world they find themselves 
in, and the versatility of the control interface means that you can jump straight in and 
start playing, although we have enclosed a large ReadMe file of game instructions, 
which will help you get the most out of this demo. If it won't load, then clear your 
mind, stare at the computer, and think only of the game working. Use the force, Luke... 



NHL Powerplay Hockey 

Publisher; Virgin Release: Out Now! Platform: Win '95 Controls: Keys or Joystick 


HJith winter well and truly underway, it's time to strap on your skates 
and get out on the ice. However, if you're like me and prefer to stay out 
of the cold, you could try Radical Entertainment's excellent simulation of 
the fastest team game in the world. If you have a machine slower than a 
PI20, you'll have to make do with the 2D version, which isn't nearly as 
much fun, but if you have the hardware, then prepare to be amazed at this 
excellent game. Even if you are not a hockey fan, you are sure to enjoy 
the fast paced action. 





Screamer Rally 

Publisher: Virgin Release: December Platform: Win '95 Controls: Keys or Joystick 



ESou'll need a 3D accelerator card to get the best out of this excellent 
rally car racing game from Milestone. The demo is limited to one track, 
namely China, and you can only choose the Motrail car, but the realistic 
contoured road surface and high speed action show what the full game 
is capable of. It really does leave other rally games standing. If you 
have a problem running this demo, finish installing, then look in your C: 
drive for a file called SRDEMO, and inside this a folder called SCREAMER. 
Double click on this icon and you should be away. 


Shadows of the Empire 

Publisher: Virgin Release: Out Now! Platform:Win '95 Controls: Keyboard 



Elf you don't have an accelerator card using the 3Dfx VooDoo chipset, then don't bother 
trying to run this demo. It is based on work-in-progress from the new LucasArts game, and 
so far they have only implemented this particular card. This demo places you in the shoes 
of Dash Rendar, a mercenary and friend of Han Solo, and owner of the Outcast, an 
armoured multi-purpose transport ship like the Millennium Falcon. You are pitted against 
Prince Xizor, who plans to assassinate Luke Skywalker and discredit Darth Vader. Can you 
stop him and rescue your friend Han Solo from the clutches of Jabba the Hut? 




Disclaimer 

Whilst every care is taken with the testing, production and installation of Ultimate CD, Rapide Publishing cannot accept 
responsibility for loss, or damage occurring during its use. We strongly advise that you have back-up copies of all your 
important files and applications before installing any new software. 
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Imperialism is destined to be one of the biggest hits of the year." - Ultimate PC 


YOU CAME.YOU PLAYED. YOU CONQUERED 


Priority House, Charles Avenue, Meltings Park, 
Burgess Hill, West Sussex, RH15 9TQ 


Telephone: 01444 246333. Fax: 01444 248996 


IMPERIALISM is a trademark of Strategic Simulations, Inc. ©1997 Strategic Simulations, 
Inc., a Mindscape Company. All rights reserved. 












With the pre-Christmas huiid-up picking up pace, the PC gaming worid has been busier than normai, as 
you'ii find out over the next ten pages of news. This month we break the news on a new version of 
Sensible WorU el Soccer es weii as profiiing aii the best upcoming tities. 


EDITDHIAL 


(jjvery once in a while a game 
comes along that really bowls us 
over. Such titles are usually as 
rare as an England cricketer who 
can actually bat, but this month 
we've had at least three such 
titles - Sid Meier's Gettysburg, 
Men in Black and Jedi Knight - 
each of which has kept us late at 
work under the pretence of doing 
overtime! These games have not 
stood alone either, what with 
Incubation, Worms 2, Shadow 
Warrior and Panzer General II 
playing more than a mere 
supporting role. The PC software 
market is undergoing something 
of a change at the moment, with 
software companies cutting back 
on the number of products 
released each year and 
concentrating on quality, rather 
than quantity. If this month's 
batch of games are what we can 
expect as a result, then it's 
definitely been a move for the 
better. Let's just hope that the 
standard can be maintained up 
to and beyond Christmas. 

Aside from the quality of the 
games up for review, by the time 
you get around to reading this 
part of the magazine you'll 
hopefully have noticed that this 
month we have two demo CDs. 

The Ultimate CO is, as usual, 
packed with all the latest 
playable and rolling demos, 
whilst on the Virgin CD you'll 
find several exclusive playable 
demos of Virgin's upcoming 
releases, including Jedi Knight. 
With the magazine held at 
£3.50, you'll hopefully agree 
that this confirms our 
commitment to offering real 
value for money. And this is just 
the start! Over the next few 
months we hope to be bringing 
you plenty of other exclusive 
promotions, starting next month 
with a free book containing full 
solutions to Resident Evil and 
Broken Sword 11. Until then, 
enjoy the read! 

Jon Evans 



Sensible Choice! 


w 


ith Sensible Soccer 2000 already on the way, 

I Sensible Software have recently announced 
that a new version of Sensible World of Soccer is also in 
the pipeline. Whilst Sensible Soccer 2000 concentrates 
mainly on playing aspects, SWOS 2000, which has been 
pencilled in for release towards Christmas of next year, 
will feature more management and coaching options 
and a world transfer market like that of its predecessor. 
To find out more we talked to Jon Hare, head of 
Sensible Software and he commented: "SWOS 2000 
which is due out at the end of next year will have a 
full world transfer market like SWOS, plus much more 
depth in the management than 514^05 had." When 
pressed for more details he added, "SWOS 2000 will 
give the player the facility to be player, coach, 
manager, chairman or any combination of the four. 



Sensible Soccer 2000 is 
for player, coach or 
any combination of 
the two." 

Having seen the coaching side to Sensible Soccer 
2000, which is in itself far more extensive than most 
management sims as it allows players complete 
control over individual player and team tactics, the 
prospect of SWOS 2000 is a mouthwatering one and 
one we'll be eagerly-awaiting. Unfortunately, with 
Sensible Software concentrating their efforts on 
finishing off Sensible Soccer 2000, work is yet to 
begin on the new project. However, with Sensible 
Soccer 2000 due on the shelves before Christmas time, 
it shouldn't be too long before the ball is rolling. 

We'll keep you updated. ■ 
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Form a Q Vital Ingredient Captain Lockheed 

Rapidly expanding Cheshire based company Europress. Want to do more with your Web site? Then take a As if it wasn't already looking good. Software developer 

are continuing to launch a large range of cheap, high gander at a new multimedia browser plug-in very aptly Novalogic and major defence contractor Lockheed 

quality CD-Roms from the 0 Range. These already named Vitalise. This revolutionary piece of software can Martin have joined forces. Together they will be working 

include a huge selection of widely used titles, involving be easily integrated into any system, allowing the the on producing military flight simulations of incredible 

arcade and strategy gaming, education, and even user the ability to pack sound, animation and general accuracy and realism rarely seen before from a 

multimedia cookbooks. The cost of these amazing tiles info into tiny files. The upshot of this is that virtually commerrial game developer. The first to benefit from 

are £9.99, proving that it is possible to get excellent any user can easily create sights and sounds on their this combination will be Novalogic's F22 Raptor, sequel 

value for money even in this day and age! web site that have an incredible impact to the viewer. to the stunning F22 Lightning U. 




FIFA 97 is one of Electronic 
Art^s best games ever! 


Euros Press-Ups 



or all the sports and keep-fit types out there, 

I Europress have added a trio of great sporting 
titles to there Total range. Total Sports covers a wide 
variety of sports including football, tennis and golf with 
three of the best titles for those genres. First up is FIFA 
97, Electronic Arts' successful football simulation where 
players take control of football players from the best clubs 
and challenge for the league at the end of the season. As 
well as top looking graphics there is also LAN link up and 


commentary from John Motson and Andy Gray. Then you 
have Pete Sampras Tennis, UPC gave the game 82% for its 
smooth animation and court action. Players can visit eight 
stadiums around the world and compete against up to 
twenty two professional players. Finally there is Links LS 
from Access Software. Up to fifty 3D holes to stumble 
around and other gimmicks including stereo sound, fog 
and shadows to make the experience even more real. Total 
Sports is to be a collection of games not to be missed. ■ 




GT Take-over MicroProse 


H he young and exciting world of the computer games industry is not immune to the takeover fever found in many 
of the big city financial powerhouses. With an ever expanding market in both PC and console games, there are 
big bucks and dominant market shares up for grabs for those few companies with the guts to really go for it. This week 
as we go to press, news is breaking in the computer trade journals about the takeover of well-established games 
publishers MicroProse by arch-rivals GT Interactive. GT are probably best known as the 
publishers of Doom and Quake, and have recently added to these phenomenal 
successes with the release of Abe's Oddysee and Total Annihilation, both of which seem 
set to do well. If the deal goes ahead, they could add the extensive list of 
MicroProse's popular and award-winning titles such as X-Com, Civilization, and a 
number of Star Trek licences, amongst others, to their already bulging portfolio. GT 
Interactive are currently the second largest games publisher in the world, beaten only 
by Electronic Arts, and have recently taken over FormGen, Humungous, and Warner 
Interactive Europe, all big-time players in the trade. Could this new take-over bid Total Annihilation - Command & Conquer with more balls! 

make them the world's number one? ■ - 
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News 


First Degree 


WdL thanks to the University of Abertay Dundee, you can now 
get a degree in Software Engineering (Games and Virtual 
Environments). The course is set in motion this month and 
includes technologies such as 3D and AL Students from all over 
the UK and from several other countries have shown a great 
interest The curriculum came about by the suggestion of the 


Art Attack 

Europress have just announced that Art Attack, a lavourite 
kids TV programme will be joining their range. It will be in 
the form of a CD-Rom aimed directly at children which will 
include activities from the show. Using a huge virtual 
desktop, and intuitive and brightly coloured animated icons, 
children will be offered several different activity sections. 


Byte on TV 


Computer superstore Byte are sponsoring a new TV 
series to help the technophobic get over their fears 
when buying a computer. The ten part series will be 
showing from Saturday 18 October on Granada Sky 
Broadcasting's Granada Plus channel at 9.30am, and 
will be presented by ex-Tomorrow's World presenter 


University's David Jones, head of development team DMA including a picture aeator, and a cartoon creator, all with Howard Stableford. If you want to know more, try the 

Design, and includes a custom built £85,000 Virtual laboratory: sound effects for the maximum in audio-visual impact Byte Website on http://www.byte.co.uk 


Desert Storm in a Teacup? 


alking of war, NovaLogic's shiny new tank combat 
sim. Armoured Fist 2, which promises fast, slick 
imagery generated by the impressive Voxel Space 2 graphics 
engine, is now nearing completion. The Voxel Space 2 
makes possible translucent smoke and wonderful clouds 
gently wafting across the battletorn sky. Take command of 
your very own M1A2 Abrams tank, and rumble across a 
possible thirty five smoking battlefields searching for 
targets; including T-80 battle tanks, BMP Troop transports, 
and Hind helicopters. Choose the role of driver, gunner, or 
commander; or why not just take control of a huge division 
of up to thirty two tanks and really give someone some 
serious grief. If you decide that your computer isn't really 
up to it, then throw down the gauntlet and challenge no 
less than eight of yer mates to a bit of bloodletting across 
the net. And if that doesn't sound good, this game does - 
boasting sixteen bit sound effects and music, all recorded 



in glorious Dolby Surround Sound! And to top it all, there 
should be a full review in next month's issue, so you won't 
have to wait too long. ■ 





Have you got what it takes to 
come out on the top? 


nnMilVR snnivi 


The world of real-time strategy 
gaming is about to be smashed by 
THQ's Pax Imperia: Eminent 
Domain. Heliotrope Studios have 
created a space-aged monster with 
this, the sequel to 1993's Pax 
Imperia. Believe it or not, the 
game features around eight 
hundred worlds for up to sixteen 
players to inhabit at any one 
point! The gameplay will combine 
both resource management and 3D 
combat in intricate spaceships, 
though diplomacy should always 
be the first option. Not only can 
players choose from sixteen 
species, they can also design their 
own. This is empire building on a 
galactic scale - will anyone ever 
have enough time to really delve 
deep into this universe? 




Civil War General II is the new turn-based historical wargame by G. L. Sherman, the graphics are much better! 


Warring Dictions 






rant Lee Sherman is currently working on the 
I follow up to CivU War, to be named Civil War 
General II. The new turn-based game is said to have 
improved on the original by advancements in the main 
mechanics of the game and improvements to the terrain 
and landscapes - which is a good job really, as the 
original game was a bit blocky, to say the least. There 
also to be new and exciting features such as an Editor 
option, which will allow players to create their own 
scenarios. The game will have more units and multimedia 
support for head-to-head play. 

The scenarios that come with the game let players 
control either Eastern or Western sides, and each 
campaign has been designed so that it mirrors some of 
the actual events of the time. The AI has been adjusted 


to be more realistic, 
so players won't be 
so aware of the 
difference between 
playing against the computer and a friend. Civil War 
General II will also have two levels of zoom, so that none 
of the action is missed - so the fighting scenes should 
also be better animated. 

The game adds to the growing mountain of historical 
wargames - Sid Meier's Gettysburg being a prime 
example. Civil War Generals II looks to have caught up 
with the competition to provide, with the help of new 
music and artwork, a game for military historians. Stay 
tuned for next month's demo of the game, along with an 
in-depth preview. ■ 



ULTIMATE PC | ISSUE THREE | NOVEMBER 1997 






















































ffi 


The best C&C clone in the universe 


33 


\ 


\ 


NetCamer 


“The best C&C clone 
in the universe.” 


PC Format 



Ti 

lt®l 

fi|frr®r 


“Out-of-this-world 
action game.” 


“The missions are excellent for one player, 
but very few games are as much fun in 
multi-player mode.” 


'Nc 


/ 


/ 


FOCUS 


‘Dark Colony is clearly in a 
galaxy of its own.” 




“The gameplay is gripping and 
far more challenging than C&C, 
the graphics are gorgeous and 
the network game is quite 
simply brilliant.” 


X 


03 GAMER 

“Large-scale graphics that 
blow away anything the genre’s 
seen until now. it’s got enough 
originality to stand out 
from the herd.” 


PC Home 


PC review 


“Take 2 has managed to do 
just what Westwood couldn’t 
with the troop movement. It gets 
the thumbs-up, with enough of a 
different feel from C&C to make it 
enjoyable to play.” 


“As the sons-of-Red-Alert face off to 
fight for the crown. Dark Colony has 
effectively kneed all its opponents 
between the legs. A manoeuvre 
worthy of Jackie Chan, consider- 
\ ing just how many oppo¬ 

nents it faces. Dark Reign, 
Conquest Earth, 
Starcraft .” 


\ 


COMMANDING 
CONQUERING 



Dark Colony is a trademark of Take 2 Interactive Software Europe. 

© 1997 Take 2 Interactive Software Europe. All rights reserved. Hogarth House, 29-31 Sheet Street, Windsor, Berkshire SL4 iBY 









Dixons Online 

As part of their 60th birthday celebrations, electrical retailers 
Dixons are launching a 'virtual store' on the Internet. Offering 
guaranteed next-day delivery throughout mainland Britain, 
the site offers comprehensive product range, maintained from 
a central database, kept constantly up-to-date. Dixons are the 
first major electrical retailer to go online, and hope to take a 
share of the estimated £10 billion a year which on-line 
shopping should be worth by 2001. 


Safe to Look at 

ViewSonic launched a new 15-inch monitor which is the 
first to meet the new TCO '95 safety standards for 
recyclability, emissions and power consumption. The 
new G653 monitor is designed for the home and small 
office markets, and has a flat screen, a 0.28mm dot 
pitch, 87hz refresh rate at 1024 x 768, and a maximum 
resolution of 1280 x 1024. It also has an anti-static, 
anti-glare screen treatment to reduce eye fatigue. 


Who's What 

French software publisher Canal+ Multimedia have released a 
definitive history of computer games on CD-ROM. Covering 
everything 'from Pong to Dungeon Keeper' the disk is a 
reference work containing details of 1000 historically 
significant games, and 4,500 entries on the computer games 
industry as a whole, including people, publishers and software. 
I hope we get a copy for the office here at UPC, because in our 
line of work it would certainly be a useful resource. 


COMIIVIG SOOIVI 


Holiday Island 

Why not get excited about another 
strategy game? This time you have 
the chance to manage your own 
holiday resort. I'm sure Maxis 
must have done something similar 
at some stage but Ocean definitely 
put their stamp on this niche. In 
Holiday Island the name of the 
game is money and expansion, 
competition and dirty tricks. You 
are not alone in your quest to 
make a perfectly decent remote 
island one of the most capitalistic 
places on the planet. Fend off the 
opposition with Piranhas in their 
swimming pool and spread 
malicious rumours about sharks in 
the waters off your neighbour's 
resort! This looks like a fun way to 


Kick Off for Kick Off ^98 



s if there weren't enough 
soccer simulations already 
I flooding what is, after all, 
a niche market, here comes news of 
yet another one. Ubisoft are 
releasing Kick Off 98 - Wo rid Cup 
Soccer in time for next year's 
international scarf-waving 
championships. This particular game 


claims to be better than all the rest, 
with beautifully rendered stadiums 
and skyscraper skylines, and players 
animated with up to five hundred 
polygons. Apparently you'll be able 
to see the colour of the player's eyes 
- although what use this is not made 
clear. There's a whole range of new 
moves, including headers, diving 




headers, lobs, volleys and other 
stuff, all designed to deliver realistic 
gameplay - always a handy feature 
in a simulation. There are 120 
realistically modelled international 
teams to chose from, which you can 
counter with over a hundred tactical 
variations from the basic sixteen 
formations. There are also thirty 
referees, each with their own 
personality. If all goes well with 
development (and slippage is not 
unknown) we should have a full 
review in time for the next issue. ■ 


waste some time, be sure of a 


preview next month. 



Warhammer, Good Omen! 



antasy tabletop wargamers the whole world over 
I are familiar with Games Workshop's best selling 
Warhammer battle system. The first computer version of 
the game, Warhammer: Shadow of the Horned Rat has been 
in the shops for some six months now, and has been 
widely acclaimed by PC wargamers for its complex 
strategies - while PlayStation owners complained that the 
interface made the game too difficult to control. The 
sequel of the game has arrived at last, with the 
announcement by Electronic Arts that they are set to 


release the new Warhammer: Dark Omen on both PC and 
PlayStation formats simultaneously around February/March 
of next year. They have attempted to address the PSX 
control problem with a new ergonomically designed 
graphical user interface, while enhancing the involved 
strategies which were generally considered to be the 
original game's strong point. The Warhammer computer 
games used to be published by Mindscape, but in what 
could prove to be a very shrewd move. Electronic Arts have 
recently acquired the rights to the titles. ■ 



Ores, Night Goblins and Elves battle for supremacy in Electronic Arts' latest release in 
the Warhammer fantasy battle system, now with an improved player interface 
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AT LAST, A GOLF GAME 
WITH NO HANDICAP. 



A low drive into the 
wind? A fade with a six-iron 
round a tree? An explosion 
shot from a deep pot hunker? 
You have the technology. 

Serious control. 

Serious golf 
It feels perfect. And it 
looks perfect too. Flowing ter¬ 
rain, surveyed to the last 
inch. Fine textures down 
the rolling fairway to the con¬ 
toured green. The hunkers raked, 
and 10,000 frames of animation 
put you in the 
correct stance even in the 
most awkward lie. 

Unique features. 
Uniquely realistic. 


Feel the club through your fingertibs. Your mouse is 
POISED TO address THE BALL. A SUBTLE OPENING OF YOUR 
WRIST ANGLES THE CLUBFACE. SWEEP THE MOUSE BACK, THEN 
FORWARD IN ONE ELEGANT MOTION. A SMOOTH AND RHYTHMIC 
SWING, FULL OF POWER & CONTROL. TrUE CONTACT. MoUSE ON BALL. 



CMAMPIONSTTIPS FOR UP TO 32 GOLFERS, I 8 PRIVATE LESSONS FROM GaRY PlAYER, 
36 COMPELLING HOLES OF GOLF ON HiLTON HeAD NATIONAL, SoUTH CAROLINA AND 
St Mellion International, Cornwall, England. Intelligeni; 



Actual screen shots 


HANDICAPPING AND A RANGE OF COMPETmONS. 


‘iiltonilcdK-l 
N^lonal . 



AVAILABLE ON PC CD-ROM 


empire* 


EMPIRE INTERACTIVE U.K. TEL. EP HONE NO; 0181 3 4 3 9 14 3 FAX NO: 0181 3 4 3 7447 WEBSITE: http://www.empire.c<).uk 












































Babylon 5 

Sierra On-line are planning the release of two Babylon 5 
related titles next summer, both made with the help of 
series creator 3. Michael Straczynski. One will be a 
combat game, offering a realistic simulation of the 


Bendy Lara 

Toy Biz Inc. are planning to release a toy action figure 
of Tomb Raider heroine Lara Croft. One assumes that 
this will be of the six-inch tall variety similar to the 
popular Star Wars toys, rather than a full-sized version 


'h’ibe Called Quest 

Silver is the new point and dick adventure from Tribe. Set in a 
Gothic era, the game is a true point and dick strategy game. 
The aim of the game is to defeat Silver, the sorcerer who has 
ruled over the wortd for almost a thousand years. Players will 


incredible space battles seen in the hit series, the 
other will be an interactive walk-around guide to the 
giant space station, made with the co-operation of 


- unfortunate. The same company are also planning a 
range of figures based on Resident Evil. Zombies with 
realistic exploding heads anyone? Just the thing for the 


have five great characters that they can choose from, each 
with special methods at their disposal to defeat him. There 
are over eighty characters to meet and fight in the game 


Babylonian Productions. 


kiddies' Christmas stocking. 


along with a massive 300 locations to explore at their leisure. 


Titanic Delayed 



he eagerly awaited release of Douglas Adams' 

I Starship Titanic has been delayed until early next 
year, to allow more time for rigorous quality control 
testing, say publishers Zablac Entertainment. The 
novelisation of the game by Terry Jones, of Monty Python 
fame (or should that be notoriety?) will go ahead on 
schedule however, and is due for release on November 21 
by PanMacmillan in the UK. If you missed our article on the 
game in the last issue, allow me to recap: the game is set 
on board a huge luxury starship, which has crashed into 
hyperspace on its maiden voyage, crewed only by a crippled 
AI and a bunch of traumatised robots, as well as a crazed 



ilMTC 


parrot, whose voice is 
supplied by the versatile Mr 
Jones. You join the voyage 
when the ship collides rather 
noisily with the roof of your house! You then spend a long 
and interesting time trying to get as many upgrades as you 
can, and find out what is going on. The game features 
photorealistic graphics combined with real-time 3D 
rendering, all executed in a beautiful 1920s art-deco style, 
and a dynamic natural-language parser called VelociText, 
which enables you to hold conversations with game 
characters in plain English. ■ 






Some of the striking locations 
and weird robotic characters 
from Starship Titanic 


A bizarre idea, but it may just 
work. Forget the traditional racing 
fare of jockeys on horses, you now 
can witness the rocket powered 
equivalent. The future of horse 
racing, I am told, is actually 
combat, because winning is not 
just enough. That's right - why 
just win a race when you can 
pretty much destroy the 
opposition with some dangerous 
tactics? Handling these little 
beauties though is going to be 
hard, no reins you see and the 
extra power is hard to control on 
the corners. This game though is 
more of a three-in-one affair. 
Rocket Racing gives you ten levels 
of obstacle horrors. Rocket Ball is 
polo and lacrosse meshed into one 
Princes Charles-busting game and 
Rocket War the obligatory head- 
to-head combat fury. 


Man's Best R'ienil 



og Day is a new game set in 
the future and based around 
the movements of, you guessed it, a 
dog. Ironically, as a dog you join an 
undercover organisation called CATS. 
This stands for the Coalition Against 
Totalitarian Society. This group fight 
against the forces that make everyday 
life a misery at the expense of 




everyone not included in their regime. 
The person behind the power is 
Chegga. As a point and click adventure 
it is the players' job to expose the 
inner workings of the regime and then 
flee the city. Each location is 
connected with FMV and at each 
location players will have to deal with 
challenging puzzles that fit in with the 
story. When you click on certain 
objects in each room the FMV really 
helps, if you pick up objects you can 
carry them across to other parts of the 
room and use them on other things like 
cabinets. Less emphasis on inventories, 
and more on visual interaction. Dog 
Day is a bizarre political game but may 
well prove to be an interesting title. ■ 
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1997 Telstar Electronic Studios Ltd. Developed by Quickdraw Developments Ltd. and “PlayStation” are trademarks of Sony Computer Entertainment Inc. 
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News 


As Good As Gold 

The highly popular platform classic that was Rayman returns 
for another stab at the market place. Ubi Soft have already 
put out a demo of the game which in its new glistening 
form is set to do as well, if not better than the first time 
around. Rayman Cold includes all the original levels along 
with no less than 24 new ones too. Also there is a level 
editor which lets players come up with their own levels. 

Visit www.ubisoftcom/for more details on the demo. 


Redneck Add-on 

Interplay have recently announced the release of an add-on 
for their successful shooter. Redneck Rampage. You will be 
able to let Leonard and Bubba loose on a whole new bunch 
of characters as well as the originals in the new road game 
to be called Redneck Rampage: Suckin' Grits On Route 66. 
Due out before Christmas, the new game will take place in 
settings like the Celebrity Dinosaur Cave, the Texas Chicken 
Ranch and House of III Repute plus many more. 


On The Continent 

A new pinball game is about to arrive, this time from the mists 
of time. 3D Ultra h'nbaU: The Uxt Continent is the follow up to 
Siema's Creep Night game. The story behind The Lost Continent 
is really nothing new or speciaL* you have an adventurer and a 
couple of zoologists tiiat crash into jungle infested by dinosaurs 
and other beasties. There are arx)und 20 tables, which are all 
linked, and the fedlity for up to four players. The are plenty of 
pinball games around, so here's another! 



Cheap 'hicks 

MicroProse have announced the 
relaunch of their budget games label 
PowerPlus, with several titles 
comprising a whole new product line. 
Games earmarked for the first batch of 
releases include: FlGP, Civilization, F- 
14: Fleet Defender, Fields of Glory, 
Railroad Tycoon, UFO Enemy Unknown, 
and F-15 III, as well as three new 
titles. Transport Tycoon World Editor, 
1942: Pacific Air War Scenario, and 
1944: Across the Rhine. The games are 
all being re-mastered using the latest 
technology, and will include demo 
versions of current MicroProse full 
price releases, updates to the latest 
versions, compatible mouse and video 
drivers, and full documentation for 
running the games under Windows 95 
and 3.1. There will be further releases 
in the range in October, January and 
March, and the retail price will be 
under ten pounds. ■ 


Eidos Plus Mucky Foot 



idos Interactive have announced that they have made a deal with 
I new games company. Mucky Foot Productions to publish their 
output world-wide. Although Mucky Foot may be a new company, it is 
staffed by some established names in the computer games industry, namely 
three ex-members of Bullfrog, Mike Diskett, producer/project leader and 
lead programmer on Syndicate Wars, Guy Simmons, lead 
programmer/project leader on Creation, and Fin McGechie, lead artist on 
Magic Carpet. All three have worked on Populous II, Syndicate, Theme Park 
and Gene Wars, amongst other titles. Ian Livingstone, head of Eidos, says 
that the company are extremely excited to be working with Mucky Foot, 
and will be giving them total creative autonomy over their output. The 
first Mucky Foot to be published by Eidos is called Dark City. We hope to 
hear more about this title later. ■ 



;Th„ B.;-. 

We were hoping to have the full 
review this month but 
unfortunately the game has been 
put back. The game will be on its 
way before Christmas, so all you 
gamers that love traditional arcade 
action shooters must hang on a 
little while longer. Even though the 
game uses a tried and tested 
engine - one that scrolls 
continuously left to right while 
players dodge and fire at the on¬ 
coming enemies - the graphics are 
astonishing. The lighting effects on 
their own really make the game 
stand out and make the maps look 
even more three dimensional. There 
are many fun elements to the game 
but primarily The Reap is a shoot- 
'em-up through and through. 

. Housemarque are sure to reap the 
rewards from this title when is 
finally reaches the shelves. 






Men In Black 


Publisher: Gremlin Released: November 


Oo 


lou've seen the film, now play the game; because we reckon it's absolutely superb. Set in many of the same locations as in the film, 
players get the chance to play as Tommy Lee Jones, or Will Smith in this Resident Evil-style 3rd person adventure game. Gorgeous 
graphics and exciting, edge-of-your-seat action will follow wherever you go in this massive and hugely engrossing game. Solve puzzles 
and shoot lots of bad guys in this cracking title. 


Jedi Knight 

Publisher: Virgin Released: Out Now! 


□ u 


lucasArts Dark Forces returns to the PC in the shape of Jedi Knight. Much improved over the original, Jedi Knight casts player as Kyle 
Katarn, a Rebel out to stop the dark Jedi Jerca. Using all their skills, players must fight their way through dozens of levels of first 
person perspective shoot-'em-up action. At hand they have numerous weapons taken straight from the classic Star Wars films, including 
the Light Sabre and Laser gun. With a superb graphics engine, all the touches you'd expect from LucasArts and the magical Star Wars tie- 
in, this is a certified hit. 


Sid Meier's Gettysburg 

Publisher: Electronic Arts Released: Out Now! 

Having Civilized the known world, Sid Meier has turned his hand to the Battle of Gettysburg for his latest title and come out on top 
yet again. Players can choose to fight a number of different scenarios based on the real battle, or a whole campaign as either the 
Confederates, or Unionists. Set in a real-time, 3D environment, the game looks set to revolutionise the wargame genre with its detailed 
graphics, ease of play and challenging AI. 
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News 


Do the Monster Mash 

Think of Carmogeddon as a cartoon caper and you get the 
idea of what Motor Mash is going to be all about Eutechnyx 
(not the easiest names to pronounce at the best of times) 
have come up with a new road-ripper of a title with 12 
characters driving Wacky Racers style vehicles. The eight 
tracks are viewed from above and set in equally bizarre 
habitats such as Atlantis and the Wild West Gameplay 
includes tournaments. Against The Clock and Head To Head. 


Daytona USA Deluxe 

Sega are continuing their policy of porting their most 
successful Saturn titles over to the PC, with the release 
of an improved version of Daytona USA. The game is 
enhanced with twice the number of tracks, multiple 
camera angles and car configuration options. They have 
also added an eight player network option, split screen 
two player mode, and support for MMX PCs. We hope to 
have a review copy soon. 


Show us all... 

Upcoming events for your diary: Online Games '97 at 
London's Cafe Royal is primarily a trade show for designers 
and producers of online games, and happens on November 
4th-5th. The Cologne Amiga Show, Koln Messe, Cologne, 
Germany on November 14th-15th should be interesting for 
those of you with proper home computers, while the 
Christmas Computer Show at Olympia in London on 
December 5th-7th might give you some timely gift ideas. 


Sold Out of Games 




Nought Td Sixty 


he budget games market is really taking 
I off in a big way. Last month we told you 
about Prism Leisure, this month it's the turn of 
Sold Out Software to stretch the envelope of 

financial probability. They are marketing a 
range of over 40 hit games at the rather silly 
price of £4.99 each, including a couple of 
double CD titles at no extra cost. The games 
are accompanied on their CD-ROMs by the 
complete original manuals, and a copy of 
Adobe's Acrobat reader to view them with. 
Naturally the range consists of older titles, but 
includes some excellent games such as Dune, 
Lands of Lore, Cannon Fodder I and II, and 
several Microprose titles including Subwar 
2050, Falcon 3.0 and Fields of Glory. With many 
recently released games being incompatible 
with older or lower spec PCs, there is a 
definite attraction in some of these older 
games, and at such a low price. Sold Out will 
very probably live up to their name. ■ 











uropress Software are set to launch their new racing game in 
1 the Spring of next year. The game goes by the title of XLR8. 
Players will hop onto a futuristic bike to take part in what is said to 
be one of the fastest racing games available. Speedworks, the 
developers, have used real-time graphics processing to give the game 
that extra speed and movement and have refrained from erecting 
those annoying invisible walls on the track-side that stop players 
venturing into the unknown. 

As you know by now ,the future of mankind lies in colonies and XLR8 
is testament to that. Five colony worlds are presented here, which hold 
racing tournaments to quell the hatred between the colonies - a strange 
idea but it's futuristic, so anything goes. Players can battle against the 
cream of the Inter-Galactic champions, if they get that far. The bikes 
are well armed and very aerodynamic, to deal with the rigours of each 
of the eight worlds. Each track includes power-ups which give the player 
extra speed boosts, energy or money. With the money earned they can 
then upgrade their machines so they run far quicker. 

Dave Martin, co-founder of Speedworks had this to say about their 
new game: "XLR8 is without doubt the most exciting product I have 
been involved with in 15 years in the computer games industry." Who 
are we to argue at this stage. ■ 


I thought fodder was what 
cattle ate, not in this case! 


Postal Strike... 


IHIhDIiMWllTimi 


Riven 

The sequel to Myst will soon be 
upon us. Riven is one of the best 
looking point and click adventure 
games this year. The game 
continues on from where Myst left 
off, with challenging puzzles and 
mysteries to solve, as players travel 
through this forgotten land. The 
title is said to be around ten times 
the size of Myst and has cost about 
the same amount more in terms of 
budget to create. The whole world 
is alive with the sounds of strange 
animals and wildlife, not to 
mention the characters you meet 
on the way. The aim of the 
developers was to create a game 
that was totally immersive - we 


await to be sucked in. 






he media are up in arms over the forthcoming 
PC release Postal, from Take 2. The Sunday 
Times dubbed it 'the world's most violent computer 
game', and the British Board of Film Censors has cited 
the game as a reason for the formation of a regulatory 
body with the power to ban certain games. Kelly Sumner, 
European boss of Take 2 has defended the game, saying 
that most of the criticism is based upon the American 
version of the game, which has been heavily edited for 
its UK release. Flere at Ultimate PC, we have a copy of the 


US version of the game, and it is indeed very violent - 
but then so are many other games, few of which have 
attracted the same amount of attention. Sometimes, 
certain branches of the British media are inclined to 
sensationalise a story out of all proportion to its actual 
importance in a self-sustaining wave of hysteria, rather 
than take the trouble to research their stories properly. 
This would seem to be a fair case in point. See our 
review of the game in this issue to find out what all the 
fuss is about. ■ 
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Populous 3 Delay Mend Your CDs Lara Listed 

The release of Bullfrog's sequel. Populous: The Third CDfender is a marvellous new product for all those In a truly bizarre item of news this month, it transpires 

Coming, has been delayed until the early part of 1998, people who thought that CDs were indestructible - and that the prestigious Time Digital list of the top fifty 

according to its publishers. Electronic Arts. The reason is were somewhat disappointed to learn that they are not. people in the world of computers, based not upon 

that they want to polish up the gameplay and make sure You spray the product onto the readable surface and it wealth or power but upon their influence in society, 

the game lives up to its forebears, rather than just rush it fills in any scratches with a polycarbonate film, which includes not only the expected entries such as 

out for Christmas. It is also worth noting that this is the is so tough it actually protects the disk from further Microsoft's Bill Gates, Intel's Andy Grove, and Apple's 

first new release for Bullfrog since their recent shake-up damage. The product is manufactured by Opti Disk, and Steve Jobs, but also, and rather improbably. Tomb 

which included the departure of Peter Molyneux. is available from most branches of HMV. Raider's Lara Croft. 



Eidos fielded a team of all-stars to herald the forthcoming release of Championship Manager 97/98. Although probably on a combined wage of 
over £100,000 a week, the lads were only to happy to turn out and cheer on their favourite football management sim 





COMIIVIG SOON 


Psygnosis are about to release . 
their new pirate oriented game. 
Overboard. A far cry from the 
futuristic flight sim G-Police, this 
game is a really fun little beauty. 
As the captain of a plump little 
galleon, players must navigate 
treacherous waters and fight for 
treasure and harbours. Players 
must collect bottles so that they 
can reach the hidden areas on the 
map. The boats are fitted with 
many weapons, from old style 
cannons to more futuristic vertical 
rockets. They will need all of this 
power to attack the fire-breathing 
machines and harbour defences. 
The games looks to be a real 
chortle, where you spend most of 
your time picking up the crew that 
jump overboard! 


We Are The Champions 



idos Interactive have put together a dream team 
I to coincide with the release of the company's 
new football game Championship Manager Season 97/98. 
They managed to scrape together a team from some of 
the top players in the country who came together to 
show their support for the game. The players came from a 
wide variety of clubs and all lined up for the prestigious 
photo shoot on the pitch at Wembley earlier this month. 
The team was as follows: Nicolas Anelka - Arsenal, Ed De 
Goey - Chelsea, Tony Adams - Arsenal, Neil Ruddock - 
Liverpool, Mark Hughes - Chelsea, Graeme Le Saux - 
Chelsea. Lee Dixon - Arsenal, Andrew Impey - West Ham, 
Jamie Redknapp - Liverpool, Peter Beardsley - Bolton 
Wanderers, Dennis Wise - Chelsea. 


The Marketing Director of Eidos Interactive had this to 
say about the prestigious event: "Our dream team, 
marketing campaign and future announcements of major 
football names to endorse Championship Manager 97/98 will 
prove that Eidos is THE premier player in football games." 

This is clearly the case, what with games such as 
Championship Manager 2, Olympic Soccer and PFA Soccer 
Manager under their belt already they have one of the most 
impressive football collections to date. Not content with 
conquering the football market, Eidos is also the leading 
light in action adventure gaming at the moment. They are 
the company that bought you the Tomb Raider pair and 
Deathtrap Dungeon. Expect a full review of Championship 
Manager Season 97/98 in next month's storming issue. ■ 



G-POUCE WATCH CQMPETI 


S s we mentioned last month, to coindde with the launch of their new futuristic 
flight-sim G-Police. Psygnosis has joined up with Casio to make a limited^^^ 
edition watch. Part of their sports watch range, the G-Shock was the 
perfect youthful product to promote the new game, thanks to its 
robust structure and advanced technology. The watch is also a 
very fashionable item in the 20th century too with the likes 
' of Bono, Bjork and Damon Albarn seen sporting the 
^ timepiece on various occasions. 

We have one of the limited run of forty to give away 
as a prize to the first person to answer the following 
\ question correctly. 


What is the name of the advance flying machine in G-Police? 


Simply write your answer on a postcard or sealed envelope 
and neatly address it to: G-Shock Competition, UinMAiE PC, 
A- 1 Roman Court, 48 New North Road, Exeter, EX4 4EP. 

■A'. 

All the usual Ultimate PC competition rules apply 
and the editor's decision is final 


NOVEMBER 1997 | ISSUE THREE | ULTIMATE PC 

















Shootem Tex! Winning Formula Trix of the Trade 

Europress and design group Simtex have signed a deal which Ubi Soft are poised to release their formula one radng This is one for the kids, well parents really, because the 

will give them more clout with their new titles due out next game, the imaginatively titled, FI Radng Simulation. All world of Beatrix Potter will soon come to life in the 

year. Simtex was formed in 1996 and has expanded rapidly. the statistics are taken from the 1996 data with twenty form of three multimedia CD-Roms. The tales have been 

The company is headed by a strong team: Creative Director two drivers to choose from and sixteen courses to drive around for the majority of this century and they tell the 

Dave Martin, previously Marketing Director of Gremlin and around. The game has been developed in conjunction with stories of a group of animals that surrounded Potter's 

Managing Director, Chris Tubbs who was a founder of SIMIS. the engineers from Renault, so there should be a lot of life. The first title. The Magic World Of Beatrix Potter 

With their combined experience they must be looking detail in the engine department. Plenty of cool features will involve puzzles and games all with a learning side 

forward to their prospects for the new year. will keep players interested for hours on end for sure! to them. More to come soon. 



Tanks a Bunch 


This game looks really fun; build up strange looking tanks from parts 
that are scattered in time then bolt them together and fight, smart! 



he big new title for next year from BMG has to be 
Tanktics. Developed by DMA Design Ltd this game 
of strategy will test even the most hardened players to their 
limits. Players must construct tanks, build them bigger and 
better than their opponents and protect their base from 
attack. To build the tanks players must assemble the 
modules (such as tracks and various weapons) that litter the 
landscape. To do this they are in charge of an anti-gravity 
crane - lucky really because the environment includes 
mountains, lakes and volcanoes which aren't easy to cross at 
the best of times. 

Not only is there variety within the landscape type, but 
also in the time era you can play in; in the Stone Age you 


must build your tanks out of granite, right through later 
stages which find you creating futuristic hover tanks, which 
sort of defeats the object a bit I think. As far as playability 
goes most of the game centers around construction using 
the mouse. Each crane has a magnet attached to it which 
allows you to pick up bits, and pincers that allow you to 
move them exactly when you want them. 

Developers DMA are no beginners to all this. Founded in 
1986 they have been the brains behind Psygnosis' Lemmings 
(not that lemmings tend to have brains!) and also Uniracer 
for the Nintendo. Tanktics is not due for release until some 
way into the next year but be sure that we will checking out 
this boombastic title shortly. ■ 



Washing-up bottles and 
sticky-back plastic then? 




ombie software get their slightly fleshed skulls 
I around a new game aptly titled Special Ops. In 
this case the Ops stands for Operations of the military kind 
as opposed to the medical and facial kind! Anyway, Special 
Ops is a 3D real-time first-person game that revolves 
around army missions. The game is said to include fast- 
paced action along with some 'fantastic' special effects and 
cinematics... we shall have to wait and see. 

The first game in the series of Special Ops games will 
be based around the lives of a bunch of US Army 
Airborne Rangers who roam around well-rendered 
environments such as desert, arctic and urban areas. The 
missions that make up the game will include a hostage 


Snowballs have never been such a laugh 


rescue, a counter terrorist attack or a raid and destroy 
option each played under a choice of difficulty levels. This 
will be a game about teamwork; if someone is not up to 
scratch then the whole team will be let down. So you will 
have to keep a close eye on what is going on throughout 
the game. 

This title has a load of potential. The men behind the 
game have had loads of experience in this field, one of the 
chaps, Mark Long use to be a US Ranger himself. Both him 
and other co-founder of Zombie, Joanna Alexander have 
worked on virtual reality research so we should look forward 
to some new developments coming through with the Special 
Ops series. ■ 


^he Specials 
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"...tlporougl^ly absorbing^j^l^e best adventure 
we've seen this yeaj'../' 

PC GAMING WORLD 

me of the most beautiful and technically impressive 
ies we have seen for a very, very long time...should 
ppeal to many gamers who wouldn't normally be 
attracteato the adventure genre..." 

PC ZONE 

"...visually stunning...the most detailed 
and atmospheric 3 D adventure game I have 
ever seen..." % 

THE DAILY TELEGRAPH 


SUNLIGHT IS 


GOD 


DARKNE 


IT IS THE 24TH CENTURY and a time of 
DARKNESS, civilisation survives in cities under 
MYSTICAL SHAFTS OF LIGHT. YOU ARE ARKAHN, THRUST - 
INTO A DEADLY RACE AGAINST TIME TO SAVE YOURSELF AND / 
YOUR CITY FROM THE FORCES OF EVIL 


SET IN AN EVOLVING WORLD, IS A UNIQyE(|^ 

VISUALLY STUNNING, REAL-TIME ADVENTURE GAME. 


http://www.darkearth.coni 


© 199B/1997 Kallsto Teclinologies. All Rights Reserved. Dark Earth and Kalisto Entertainment 
are Trademarks of Kafisto Technologies. 


http://www.microprose.coni 
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WorkinProgress 




Mech Commander has 
some great explosions 


STOMP ALL OVER 
THE ENEMY 

ech warriors, giant battle robots 
wearing flares, are all the rage these 
I days with several superficially similar 
games from different companies having been 
released over the past month or so, all featuring 
the Manga-spawned fighting machines. 
Battletech: Mech Commander from Microprose is 
the next of this current crop, and certainly looks 
like being one of the strongest contenders. Since 
it has been developed by FASA Interactive 


Technologies, this game has the advantage of 
being set in the original Battletech game 
universe, familiar to experienced gamers 
everywhere. The player must fight to regain his 
occupied homeland of Port Arthur from the 
powerful forces of the Jade Falcon and Smoke 
Jaguar Clans, so the game is a contest of 
superior tactics using up to twenty-four Mechs 
per battle over thirty missions, and resource 
management including repair and upgrades of 
units and base facilities. 

The game is a real-time strategy battle in the 
Command & Conquer mould, and features detailed 
SVGA graphics with realistic texture-mapped 
terrain and 3D objects, as well as sampled voice 
segments and 16-bit stereo sound. There is a 
facility for local area network and Internet play, 
and a campaign manager and terrain editor gives 
you the ability to customise your games, so this 
is one that you can keep playing for a long, long 
time. Expect to be stomped sometime around the 
spring of next year. ■ 


The Battletech universe 
has the original Mechs 


This month four soon-to-he-released games 
from Microprose strut their funky stuff. 


Board 



The Campaign Manager 
sets this flight sim apart 
from the competition 



FUr THE F16 EUXON OVER KOREA 


Realistic clouds and rich 
texture mapped scenery 
make flying more fun 


he latest version of Microprose's top- 
rated Falcon flight simulator series is 
looking like a sure-fire winner. Falcon 4.0 
features many improvements over previous 
titles in the series, including 1,000,000 square 
kilometres of photo-realistic digitised terrain 
taken from aerial photographs of the entire 
Korean peninsula and the Campaign Manager 
AI system, which aims to provide a realistic 
air war scenario by keeping track of all the 
vital campaign information, such as the status 
of bases, bridges, ground troops and supplies. 
It can also generate starting conditions and 
special events, so that no two games will ever 
be the same, which should ensure the game's 
long term playability. Microprose claim that 
the accurate aircraft and weapon systems data 
used to model the simulation will make this 
the most realistic air combat experience ever 
seen on the PC. Perhaps the most exciting 


feature is the capability to hold sixteen player 
dogfights over the internet or local area 
network. There are also Instant Action and 
Flead to Flead options. The minimum system 
requirements are a 90mhz Pentium running 
Windows '95, and a 4-speed CD-ROM, although 
they recommend a P166 and a 3D graphics 
card to get the best out of it. The game is 
due for release later this year. ■ 


ULTIMATE PC | ISSUE THREE | NOVEMBER 1997 






















27 


Workin Progress 




ight then, how many appalling Trek 
I puns can I fit into one little 
article? Here goes... We have been hailed by 
an outpost of the mighty Microprose empire, 
whose sub-space transmission about Star 
Trek: First Contact tells us that the dreaded 
Borg were not in fact defeated at the end of 
the Enterprise's most recent mission. The 
Borg Queen apparently managed to download 
her personality into the ship's computer, and 
is trying to take over the ship once again. 

In order to save the crew from the ghastly 
fate of assimilation, you have to beam 
aboard and take command of the seven main 
characters from the series, as well as 49 
other crew members. The story is played out 
in a realistic 3D rendition of the Enterprise E 
from the First Contact movie, featuring many 
of the locations seen in the film. The game 
uses a brand new first person real-time 3D 
rendering engine to let you explore the ship, 
and you must assume the personality of each 
of the bridge officers and use their particular 
abilities to overcome the Borg menace. The 
game will be randomly different each time it 
is played, although the basic plot and 
locations will obviously remain the same. 
There is an option for a multiplayer link 
allowing up to seven other players to join in 

ll be 


Star Trek: First Contact 
has amazing 3D graphics 


y, 

■I. 

The Borg Queen lurks in 
the ship's main computer 


Explore the Enterprise E and help Picard 
and the crew overcome the Borg menace 


BATTLE THE BORG FOR CONTROL OF THE ENTERPRISE 



Drive around in some 
very serious hardware 


THE CURE FOR ROAD RAGE - DRIVE A1ANK 



1 Tank Platoon II from Microprose is 
I a highly realistic tank warfare 
simulator that allows you to experience 
modern armoured combat from a variety of 
different perspectives. Not only can you take 
overall command of the battle, but you can 
immerse yourself in the action by taking over 
any tank in your platoon from the point of 
view of the commander or gunner. The game 
features three modes of play: single battle, 
campaign, or battle builder, which allows you 
to create your own experimental combat 
scenarios separate from the campaign. The 
single battle mode offers either actual battles 
fought during the Gulf War, or what might 
have happened if the Warsaw Pact countries 
had ever attacked the NATO alliance. The 


campaign games include re-fighting the Gulf 
War, having a taste of World War III, the 
Korean War, North Africa, the Far East and 
Ukraine. The campaign scenarios consist of 
between three and twelve engagements, and 
the computer generated world in which you 
fight is 'active,' so that any action you take 
will be noted by the game's artificial 
intelligence and will have an effect on the 
subsequent battles in your campaign. Because 
of this, the individual campaigns are infinitely 
replayable, as no two will ever be the same. 
During battles, units on your side will fight 
realistically and will destroy enemy units, but 
the enemy is also intelligent, and can regroup 
and repair if given the chance. The release 
date is set for the first quarter of next year. ■ 




This Ml never has any 
trouble with traffic jams 
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Competition 


A Whole New Can of Worms! 



A Penniim 
200MMX PC! 


ITMITITIIMITII 

Five Things you never knew 
about worms! 

So, you think you know it 

all about worms, well did 

you know that... 

1) There are over 1000 
different kinds of 
Earthworm 

2) Some tropical 
Earthworms can grow 
over 3m long... 

3) ...whilst some 
Tapeworms can grow 
over 9m long! 

4) Earthworms are 
Hermaphrodites - 
they're blokes 
and lasses! 

5) Flatworms are 
bilaterally symmetrical 



0 celebrate 
I the eagerly- 
awaited release of 
\Norrr\s 2, we'we 
teamed up with 
Microprose to offer one 
lucky reader the prize of * 
a lifetime - a brand new ■ ^ 

Pentium 200MMX PC! Equipped ^ 
with a 2 GB hard drive, a 12X CD ROM 
Drive, 15" Monitor and speakers, 
keyboard, and Windows '95. It's a 
monster machine for a monster game. 
Five runners-up will each walk away 
with a copy of the game. 

For such a superb prize a tough 
question is a must. But what to ask? 
Who developed Worms 21 Too easy! 
What creatures do players try to blow 
up in Worms 21 Well, that's just 
insulting! How about, who created and 



designed Worms and 
Worms 21 That 
sounds like a good 
one. Right, that'll 
,, do for starters. 

Send your answers 
i to: A Whole New Can 
of Worms, Ultimate PC, 
Rapide Publishing, 1 Roman 
Court, 48 New North Road, Exeter, EX4 
4EP. Please remember to fill in your 
name and full address as well. 

Worms Can 2 

It's not very often that a game comes 
along which can have groups of lads 
(and let's not forget the ladies) 
foregoing a Saturday night's 
debauchery for the sake of staying in 
and playing a computer game. The 
original Worms was one of the few 


QUESTION 

Who created and designed Worms 
and Worms 21 


QUESTION 

How many weapons are there in 
Worms 21 

1. 1-15 

2. 16-30 

3. Over 30 


RULES 

1. Employees of Rapide Publishing 
are not allowed to enter. 

2. Entries must be postmarked no 
later than the 18th December. 

3. Multiple entries are forbidden - so 
don't waste your money on 

the postage! 

4. The Editor's decision is final. 
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Competition 



games that can claim to have 
achieved such a feat. \Norms 2 will do 
the same, believe us! With dozens of 
weapons (there's over thirty in all), a 
more diverse landscape generator, new 
multiplayer options and much 
improved graphics, M/orms 2 offers 
everything its predecessor had and a 
whole lot more. 

Here at Ultimate PC we have to 
confess to being nuts about the 
original and we're even more crazy 
about this sequel. With over 8,000 
frames of animation giving the game 
a real cartoon atmosphere and all- 
new 16-bit audio for even better 
sound FX and tunes, the worms have 
come alive like never before 
^oms 2 is more than just a 
sequel. The game has been completely 
re-written specifically for Windows '95 
and now boasts high resolution 
graphics, improved computer AI (those 
worms could be a bit stupid in the 
first game), new levels and up to six, 
yes six, human players. There's also a 
weapons editor so that players can 
alter the strengths and weaknesses of 
each weapon, as well as single player 
missions for those who like to play on 
their own! Oh, and look out for the 
concrete donkey too! We've not come 
across one ourselves yet, but they're 
in there apparently! ■ 




shown here. The exact 
specifications of the PC 
are P200MMX, 32MB 
RAM, 12X CD ROM Drive, 
2 GB Hard Drive, 15" 
Monitor, Speakers, 
Keyboard, Mouse and 
Windows '95. 




DISCLAIMER 


The picture does not 
necessarily represent 
the actual prize, but is 
merely representative of 
the kind of prize on 
offer. The actual prize 
may differ from the one 
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The costume designer on the 
original series of Star Trek, 
William Ware Theiss (1931- 
92), came up with an 
interesting notion. He 
discovered from careful 
observation and from 
experimenting on several 
memorable episodes of the 
series, that in order for a 
costume to appear sexually 
provocative, it must look 
accident prone. Check this 
out for yourself, girls. Next 
time you go out for a night 
on the town, be sure to wear 
something that looks like it 
might fall off at any 
moment, all by itself. Then 
just watch the reactions you 
get down at the local night¬ 
club. This theory might work 
for blokes too, but in that 
case it would probably be 
best not to know. 


FirstSighting 


Guardi 

Agents of 


Holy hard-drives! If s caped comic-book 
capers with the Guandians, super-heroes 
of the far future. Kerpowwl 


Publisher: Microprose 

Developer: Microprose Texas 
Price: £44.99 

Release: February 98 

Website: microprose.com 

Players: TBA 

THE THEISS 
PRIlViriPI.F. 


Where in the world will evil strike? 


related to X-Men than X-Com, but the 
style of the game plainly owes much to 
the earlier games. In place of Earth 
Defence Force you control a team of 
super-heroes who must be dispatched 
from your secret base to do battle 
against a selection of rampaging super¬ 
villains and their evil minions. 

It's Clobberin' Time 

The characters from which you select 
your team are each equipped with an 


learn new powers as well. If you 
complete missions efficiently, capturing 
or killing all the villains while avoiding 
injury to innocent bystanders your fame 
will increase, and you will be able to 
expand and upgrade your base's 
facilities. This may sound somewhat 
familiar to those of you who have 
played the X-Com games, and indeed the 
bones of the game are almost identical 
to the earlier titles. Your main screen is 
the World Crisis Monitor, on which you 


The powers of each hero 
can be improved over time 


array of super powers which vary from 
one hero to the next, so you can make a 
strategic decision as to which 
combination of heroes will give you the 
most effective fighting force. The 
powers of each hero can be improved 
over time with the accumulation of 
experience points earned on successful 
missions, and they have the ability to 


receive reports of super-villain activity 
in various countries around the world. 
From this screen you decide which 
heroes to send to each crisis. As in the 
X-Com games, you have control over the 
speed at which time passes, and if you 
do not react to an incident in time, the 
baddies escape and your fame rating 
suffers accordingly. 


ver the past three years 
Microprose have released three 
successive incarnations of their popular 
X-Com series of turn-based strategy 
games, each slightly better, technically 
speaking, than the last. They have 
progressively tuned the engine of their 
isometric 3D battle system to keep up 
with the other 3D combat systems 
available, while at the same time 
retaining the unique features which 
have made the X-Com games so popular. 

The latest version of this versatile 
engine will appear in Guardians - Agents 
of Justice, which is still in development 
at the moment, but is due for release 
around February next year. The game is 
the work of Sim-Tex Software, now 
merged with the publishers and renamed 
Microprose Texas, so you could describe 
this as an in-house game. The theme and 
characters of Guardians are more closely 
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FirstSighting 



Despite looking very impressive, these shots are from the 
development version. The finished product will be even better 




If your hero arrives at the location 
in time, you progress to the battle 
screen, which is very similar in 
appearance to the battle screens in 
UFO-Enemy Unknown, the first X-Com 
title, but it is here that the 
improvements to the game engine 
really begin to make themselves 
known. The first thing you will notice 
is the superb animation of the high-res 
figures. Even on a small screen size the 
characters are beautifully detailed. It is 
of course traditional for super-heroes, 
especially the female ones, to wear 
costumes conforming to the Theiss 
Titillation Principle, and the characters 
in this game are no exception. In fact 
one of them, a woman called Scarlet 


(or possibly Glamour, the name may 
change by the release date) is so 
exceptionally lovely that she's being 
used by a German TV company to host 
a virtual reality chat show. That should 
be worth a few fame points... The 
graphics are definitely this game's main 
feature, with just about every problem 
from the earlier versions having been 
solved. The angle of view can be 
rotated in ninety degree increments to 
give you an all round view of the 


Not that a mere falling building can 
stop a decent super-hero; you should 
be able to leap them in a single bound, 
after all! 

Web-Slinger 

Being a turn-based game, it is of course 
perfect for internet play, and this option 
will be fully implemented on the 
finished version of the game. Exact 
details are not yet available, but it 
seems likely that one player would have 


Do battle against a selection of 

rampaging super-villains 


action, and objects become transparent 
if your character moves behind them. 
However the same is not true for the 
baddies, so they can hide out of your 
line of sight and ambush your hero. 

The movement of the characters is 
nicely handled, with smooth flowing 
animations, and they will automatically 
break into a run if they have to move 
over a given distance. If they destroy 
the lower part of a wall, then the 
upper part will collapse to the ground, 
possibly burying you under the rubble. 


to play the villains, and another the 
heroes, or possibly a team of players 
could have a hero each. This is pure 
speculation on my part, so we will just 
have to wait and see next February. I 
have been told that the capacity for 
network play exists in X-Com Apocalypse, 
but could not be fully implemented 
before the game was released. So any 
capable programmers out there who 
fancy a challenge, there it is. However 
be aware that copyright exists on all 
commercial software. ■ 





The old X-Gom engine has 
been much improved 



agility 


nai.MWR AM. THE HfiRflES 


: You choose your six person team of crime-busters from these ten characters. Each of them has an impressive list of different super powers to call on in the fight against evil 
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ns nULDER FROn EXPLODUK 


With hits such as Alien 
Trilogy and Die Hard 
Trilogy, Fox Interactive 
has emerged as a major 
force in the PC gaming 
market. Ultimate PC 
talked with President Jon 
Richmond to find out what 
the future has in store. 
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distribution force he asked me to 
help and relieve the effort for him. 
UPC; Since Fox Interactive's 
launch, what has been your 
biggest selling title on PC? 
B^We launched three titles into 
the market place, Alien Trilogy, Die 
Hard Trilogy, and Independence 
Day. The real focus of those 
products was the console market, 
though each were available on PC. 
We are launching several PC 
products this fall, namely Virtual 
Spnngfield, Croc, X-Files: 
Unrestricted Access and Anastasia. 
Our first really major focused 
product for the PC will be the X- 
Files game, which will be released 
April next year. Our best selling PC 
product so far is probably 
Independence Day, which has sold 
around 200,000 units worldwide. 
UPC: I understand Fox don't 
have an internal programming 
team, but work solely with 
outside developers? 

hat's right. Our strategy, from 
a development standpoint, is to 
take advantage of the flexibility 
that comes with working with 
outside developers because all our 
products are so different. Die Hard 
is so terribly different from X-Files, 


UPC; When Fox Interactive 
launched two years ago, what 
were the company's aims? 

^^We launched in the summer of 
'95 and our aims were frankly this: 
Fox had pursued a strategy, which 
many studios had, of licensing 
properties to others to produce 
games. We weren't really happy 
with this and we were dissatisfied 
with the quality of the games that 
were coming out. After that 
experience our main aims became 
more ambitious. What we really 
wanted was to actually become a 
publishing and distribution force 
in the gaming and interactive 
industry, and to a certain extent 
have a greater control over our 
destiny which translated into the 
quality of the end product. 

UPC; How did the Fox job 
come about? 

Prior to Fox I was at Disney for 
0 years doing a variety of 
different things, and most recently 
I held the position of Senior Vice 
President for Walt Disney 
Attractions. The current chairman 
of Fox and I worked together at 
Disney, so when he was interested 
in launching a new company to 
create a publishing and 


|wl ention the names Arnie, Sly or Bullock and most people think of the star 
studded place they call Flollywood. It's a place full of glitz, glamour, and 
companies with huge amounts of surplus cash. In the past few years, a number of major 
Hollywood studios saw the potential to make serious money in the video games business 
and launched their own interactive divisions. Naively, however, they decided to 
concentrate more on the underlying property rather than produce a game with good 
gameplay and, as a result, most Hollywood studios have yet to release a global best seller. 
One company that differs is Fox Interactive. Since its launch just two years ago. Fox 
Interactive (a subsidiary of the mighty 20th Century Fox corporation), has already had 
a million seller with Die Hard Trilogy, and that figure could well be beaten when their 
next big hope. Croc, hits the streets. 

The success the company is experiencing is largely down to the president of Fox 
Interactive, Jon Richmond. Having previously worked at Walt Disney, he was brought in 
just as the division was launched with the intention of directing the company towards 
producing games with great gameplay, instead of concentrating solely on the property 
behind it. Now known as the most successful games company to emerge from 
Hollywood, and with many more exciting games on thefiorizon, Ultimate PC set off to 
interview President Jon Richmond about the past, present and future of Fox Interactive. 


which is so terribly different from 
Virtual Springfield and each 
requires a very specific set of 
skills. While Virtual Springfield 
requires tremendous animation and 
3D rendering skills, X-Files requires 
a different set of skills which 
included shooting over 40 hours of 
film with actors. So in order to 
have all those skill sets in-house I 
would need to have 400 people, 
and because each of our products 
are, to a certain extent, very 
different it would be very hard to 
keep all those 400 people rotating 
through product after product. So 
it's worked out to be a very good 
strategy for us to use outside 
developers. I think we've chosen 


well; in fact, a great deal of our 
development is done in the UK 
with companies such as Argonaut 
Software. It's also helped keep 
overheads low and allowed us to 
use our financial strength where it 
matters, on product development. 
UPC; It looks like Croc is going 
to be a big success for Fox - 
how successful do you think it 
will be on PC? 

Well that's a very interesting 
issue. I am probably most exdted 
about Croc for PC, because what it 
does for the first time is bring real 
3D free roaming platform gaming to 
the PC. In my view, I have yet to 
have seen that truly done in the 
way we are doing it. Yes, you've 
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can move slowly, he can move quickly, he can be cute, 
mean or ferocious. Basically, he can be all different 
kinds of things for different kinds of players. 

UPC: How large is the game? 

^^It will feature over 50 levels and over 200 
environments. In Croc, there are four different 
islands plus a bonus island. One of the islands is a 
volcano, and Croc can actually go inside the lava 
cave and walk around the island. Others include the 
ice island, the desert island and the forest island. 
UPC: Did Argonaut approach you with the 
idea initially? 

El Yes, Argonaut approached me when the game 
was in its early stages. We got involved very early 
on and have been working with them to try to^« 


seen Mario, but never on the PC and Sonic on the PC 
doesn't work; I don't think they accomplished what we 
have been able to accomplish. What Argonaut and Fox 
have been able to achieve is to truly bring that 
experience to the PC, and what will be most telling is 
to see how the PC market takes to that, because it's 
never been done before so they're not used to it. With 
the assistance of Intel we have been able to bring the 
technology to the PC. I think, personally, it will open 
up a whole new world because, for the moment, PC 
gamers are focused on one type of game while other 
members of the family are very much focused on 
something else like Edutainment There hasn't been any 
games, except for maybe Monopoly, which the family 
can play together. Croc offers this, with top notch 




develop the character set with the focus being to 
take it into other mediums like television, 
publishing and maybe a film someday. When I 
first saw Croc I was initially taken back by the 
character itself, as well as the graphics. We then 
worked with Argonaut very carefully on the 
gameplay and it's gone beyond all our 
expectations. In all, the game took over two years 
to develop with a different team working on the 
PC, PlayStation and Saturn versions. And when it 
became clear Croc 1 was not only a great game 
but was also going to take off in the market 
place, we commissioned Argonaut to create Croc 
2, due for release Christmas 1998. 


gameplay and graphics it brings a truly arcade 
experience into the home. Clearly, you wouldn't sit with 
your kids to play Quake, Diablo or Dungeon Keeper, but 
I firmly believe Croc will open up this market. 

UPC: It looks similar to Super Mario 64, but what 
exactly makes Croc unique? 
fj^^lt's probably easier to define the similarities than 
the differences, because the differences are infinite. It 
offers a totally different experience. Croc can swim, he 
can push things, he can climb, he runs and jumps, he 
can hang from a moving trellis and he has the stomping 
tail swing. I think what is interesting about Croc is you, 
as a player, can dictate Crods personality to a certain 
extent. He can be aggressive, he can be complacent, he 
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Virtual Springfield allows fans of the smash-hit cartoon series to explore the legendary town 
and interact with many of its wacky inhabitants; Bart, Lisa, Maggie, Marg and of course Homer 
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C ombined with a magical mix 
of music, adventure, 
romance and comedy, Anastasia is 
a spectacular, full-length animated 
motion picture from Fox Animation 
Studios. Set to appear in cinemas 
across the UK early next year, the 
film tells the tale of the lost 
Russian Princess, rumoured to be 
the last surviving member of the 
Romanov family. Featuring the 
voice-overs of Meg Ryan, John 
Cussack, Christopher Lloyd and 
more, the film is made against the 
backdrop of 1920s St Petersburg 
and Paris, and delivers animation 
and storytelling from the talented 
team headed up by renowned 
director Don Bluth. 


reinforce problem solving and logic 
skills. The player will travel with 
Anastasia and Pooka, her loyal 
puppy, from St Petersburg to Paris to 
prove Anastasia's true royal identity 
and defeat the evil Rasputin. By 
collecting clues and solving puzzles, 
the player must help Anastasia 
meet her Grandmother, the 
Dowager Empress, before Rasputin 
foils her plans. 

20th Century Fox have 
earmarked their biggest ever 
marketing launch for the movie, 
along with a broad licensing and 
merchandising campaign, so expect 
to see Anastasia toys explode into 
stores near you soon! ^ 


Bluth had set up his own 
animation studios in Ireland 
sometime ago along with a team of 
hand picked artists. But in order to 
produce the film, Bluth and his 
team moved to Phoenix in the US. 

While the film was being 
produced. Fox Interactive worked 
simultaneously on a PC adventure 
game called Anastasia: Adventures 
with Pooka and Bartok. More than 
60 hand-painted scenes were taken 
directly from the film and used in 
the CD-ROM, together with original 
richly detailed animation. 

The game will be aimed at 
younger players, allowing kids to 
interact with characters from the 
film in challenging activities that 


Fox Interactive are turning gorgeous graphics 
and compelling gameplay into their hallmark! 











He met up with the president of Playmates who liked 

t his ideas so much it spawned a top TV series and 
a whole range of toys and novelties. 

Fox Interactive is hoping for similar success 
with Croc. The company is currently working 
with scriptwriters and producers to create a 
series of 3D cartoons for television, similar in 
style to the impressive-looking Reboot cartoon 
series. Being part of the Fox Corporation, it's an 
easier transition to bring a property to TV. The 
cartoon division of the company, known a§ Fox 
Kids Worldwide, is developing the cartoon 
jir series and it's hoped it will be on TV 

/ screens around the world sometime during 

the last quarter of 1998 - around the same 
time Croc 2 will be launched. ■ 


T niming top video game characters Into a new 
cartoon series is one way for companies to 
extend the accessibility of their creations. 

Sega turned Sonic the Hedgehog into a 
whole industry, offering not just a 
cartoon series but a whole range of 
merchandising from spaghetti hoops to 
underpants. In the end, they actually made 
more money from merchandise and TV exposure 
than from sales of the games themselves. 

Perhaps one of the most famous, and 
most recent, game-turned-cartoon has to 
be Earthworm Jim. Creator Dave Perry signed a 
deal with Playmates in the US who were, 
inddentally, the same company behind tlw ^ 
mega-successful Teenage Mutant Hero Tu^es. ^ 


released, will it be based on the movie? 

^^No, it's an entirely independent story written 
by the show's creator, Chris Carter, created 
specifically for the game and it's been developed 
first for the PC. 

UPC: How did David Duchovny and Gillian 
Anderson feel about starring in a video game? 

I think they were intrigued and interested by it 
and I think they enjoyed themselves, though they 
don't get time to actually play games themselves. 
Also, because of the way the filming was 
structured, it wasn't very different from what they 
normally do. We didn't scan them or use motion 
technology, we just used film and is something they 
have become accustomed to. But, yeah, overall they 
said it was an enjoyable experience. 

UPC: What would you say to PC users who are 
waiting for a killer app game? 

What I would say to them is take a look at 
Croc and they'll be blown away. It will come 
totally unexpected because its freedom of 
movement is unlike anything that is availably on 
the PC at the moment. 


UPC: Are you going to bring out many more 
original titles for the PC? 

^2 Vi/hat we hope to do is bring out an original 
game once every eighteen months. But this 
depends on our ability to develop or find the 
right property. Our goal for an original title is 
that we are able to take those titles into other 
mediums. It's a very specific kind of approach, it's 
peculiarly Fox, I don't think other publishers are 
as interested in thinking about that as much as 
we do. 

UPC: Do you have many more games on the 
horizon based on big name properties? 

bringing out more games based 
around big name TV and film properties, which 
include the X-Files, Alien Vs Predator, Anastasia and 
Alien Resurrection. The latter will be released around 
the same time as the new movie early next year. It 
will be a third person perspective fully 3D game, 
involving a mixture of elements from Die Hard One 
and Tomb Raider. 

UPC: With the X-Files game coming out April 
'98, which is the same time as the film is 
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video edited down from the 40 hours 
of original footage shot for the game. 
Both Gillian Anderson and David 
Duchovny are the main stars, along 
with favourites A.D. Walter Skinner, 

X, The Lone Gunmnet and the 
Cigarette Smoking Man. Using Virtual 
Cinema Technology, developed by 
Hyperbole Studios, the player will 
communicate with other characters, 
fully explore environments, examine 
clues and evidence, and interview 
witnesses while collaborating with 
Mulder and Scully to solve an X-File. 

With the hype of the film 
surrounding its release and the 
fact it comes on six CDs, one 
thing's for sure: this game's going 
to be big in all respects! 


available from November, is the X- 
Files: Unrestricted Access title which 
contains clues as to what the 'real' 
game will be like when it's released 
next spring, and also allows you to 
obtain updates on a regular basis 
from the Internet which will contain 
further clues about the game. 
Basically, Unrestricted Access gives 
you the chance to work as a 
freelance Mulder/Scully, working on 
cases as if you were actually taking 
part in the programme. It gives you 
access to fingerprint files, Skully's 
case reports and more. 

Come next spring, the X-Files 
video game will be released and is 
set to come on a whopping six CD- 
ROMS, which includes 24 hours of 


W hen it first came to Britain 
the X-Files was a cult show, 
watched only by a minority of 
viewers on BBC2. The viewing figures 
then grew so rapidly that the BBC 
decided to move the programme to 
BBCl and since then it has never 
looked back, regularly attracting over 
10 million viewers per episode. The 
programme is now shown all over the 
world, with hundreds of dedicated 
Web sites on the Internet and fan 
clubs popping up all over the place, 
so the prospect of a video game 
based on the programme is a mouth¬ 
watering thought for any discerning 
Mulder and Scully followers. 

Fox Interactive plan to launch 
two PC X-Files products. The first. 


X-Files, featuring stars from the TV 
programme, including David Duchovny and 
Gillian Anderson, is sure to he one of the 
biggest titles of next year 
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Built from the ground up to be the best for network playing, 
SIrtech's XFiremW be very hot stuff 



X-Fire features some breath-taking original artwork from one of the worlds leading 3D animation specialists. Engineering Animation Incorporated 





combat clans, they are drawn to the game 
as a means of proving themselves in 
combat. I am not a sociologist, but trust 
me - we have witnessed the birth of a 
new social phenomenon, and as the 
hardware technology advances, and is 
matched by increased sophistication in 

gaming software, this will become 
of the major 
participation 
sports of the 
future. 


Are you pure? 

In a distant corner of the galaxy, on 
the Krel homeworld of Vol'uton, 
trouble is brewing. Long ago, a 
colony ship, the VKMutasis was 


NOVEMBER 1997 | ISSUE THREE | ULTIMATE PC 


here are killers out there. Take 
a look around you. Look at the 
woman sitting right next to you, or at him 
standing over there - they could be the 
ones. She thinks of herself as a warrior, 
invincible in battle, and merciless slayer 
of all who challenge her. He imagines 
himself as a cold blooded assassin - a 
lurker in shadows, a killer in the darkness. 
Each night, in the privacy of their own 
homes, they assume a secret identity and 
set off on a mission of death. They are 
the hidden elite. This is the world of the 
Internet deathmatch. 

Games such as Quake and Diablo 
provide the platform, the stage upon 
which these people perform, but it 
is the players themselves who 
create the drama which 
unfolds each night in 
the tense multiplayer 
deathmatch arena. 

Whether they 
fight alone, 
or form 


Walk through minefields 

It is into this dangerous world that 
Engineering Animation Incorporated 
have stepped with the development of 
their brand new game XFire. Due for 
release next spring by games publishers 
Sirtech, XFire has been designed from 
the ground up to provide the ultimate in 
multiplayer network combat. While you 
may not have heard of EAI, it is almost 
certain that you have seen their work. 
They are 3D animation specialists, 
producing graphics for television 
companies, courtroom presentations, 
accident investigators and the medical 
profession. They are one of America's top 
150 companies, and their 3D animations 
were vital evidence in the O.J. Simpson 
case. This is the level of expertise which 
the company have brought to bear on 
the task of creating the ultimate 3D 
multiplayer game. So confidant are they 
of success that last month they flew a 
group of European computer games 
writers out to their Salt Lake City offices 
to take a look at the work they have in 
progress, and we were all impressed by 
what we saw. 


XFire 
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This game contains enemies so smart and dangerous that even the programmers who wrote it are scared of them 


A few of the people you 
really don't want to meet 


launched with the 
intention of settling a 
new world, but all 
contact with the ship 
was lost soon after launch, and her jj 
crew were mourned as heroes but // 
eventually forgotten. On the // 

homeworld, as the generations 
passed, their society changed and a 
cataclysmic war released a deadly F / 
plague which wiped out 99% of 
their population. The survivors formed 
a technophobic, xenophobic theocracy, 
with scientists strictly regulated and 
controlled by the religious 
government. Meanwhile, the colonists, 
who survived the trip despite losing 
contact with home, have built a 
society on the new world of Jol'utonve 
which has mastered genetics and 
technology, and have colonised 
planets of their own. They discover, 
however, that the star around which 
their main colony orbits is unstable, 
and so decide to return to their long 
lost homeworld, Vol'uton. So it is that 
two branches of the Krel race, now 
radically different from each other, 
meet for the first time in 

hundreds of years. 
Unfortunately due to 
mutual misunderstanding, 
the two sides are soon at 


war for possession of their 

ancestral home. The 
returning colonists, 
or 'Genetics' have 
the edge in 
biotechnology and are 
fighting for their 
survival, while the 
natives are determined to 
keep their world 'pure', and 
are thus known as 
the 'Puritans'. 

Taking sides 

It is this divided planet which 
provides the setting for XFire, and you 
can choose to play as either a Genetic 
or as a Puritan. The game is 
structured so that both sides have a 
very different appearance, with their 
own special weapons and equipment, 
and the design of each playing area is 


different too. If you choose to play as 
a Puritan you will mostly be fighting 
the Genetics in their home 
environment, and vice versa. The 
missions vary to reflect the different 
tactics and objectives of each side. 


although massive destruction is their 
common goal. 

The essential nature of the game is 
a 3D isometric view real-time battle, 
with the player controlling the central 
animated figure of a warrior of his or 
her chosen side. The playing arena is a 
maze of walls and doors, corridors and 
rooms, containing equipment which 
may need to be destroyed, numerous 
pickups for health, armour and weapon 
power-ups, and many different types of 
enemies to kill or be killed by. But 
that is merely the skeleton; it is the 
flesh on those bones which makes 
XFire a unique game. The full 16-bit 
graphics are beautifully designed and 
highly detailed, with a consistent look 
depending on which side you are 
playing, the Genetics have a rounded, 
organic appearance coloured in browns 
and greens, while the Puritan's 


equipment is more angular and harsh, 
in silver and yellow. The animations of 
the various characters and robots are 
as smooth as silk, and movement 
transitions from walking to running are 
very natural looking. 


They are drawn to the game as a means 
of proving themselves in combat 
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Self control 

The control of your character is either 
by mouse, number-pad, direction 
arrows, or joystick with full force- 
feedback implementation, whichever 
you prefer. Configurable shortcut keys 
can control your inventory, plant 
mines, scroll through weapon choices, 
and toggle the fully zoomable real-time 
map. There are two levels of zoom for 
the player's view of the action, from a 
tactical close-up to a strategic 
overview of a the wider area, and a 
real-time radar to let you know where 
your team-mates are. The user interface 
can be made translucent, giving a 
virtually full-screen view of the action, 
or solid, giving you information on 
your currently selected weapon, and 
showing the contents of your 'speed 
belt', which is a short-cut inventory 
enabling you to use pickup items such 
as mines or medikits with a single 
keystroke. You pick up items by simply 
moving over them. Weapon control is 
superb. If you can use a 
programmable button joystick 
and set up one of the 


buttons to strafe, you can really fight. 
You can scroll through your armoury 
with a single keypress, and the user 
interface gives you information an the 
selected weapon's energy usage and 
damage. Since all the weapons are 


extremely impressive. The frame rate 
was indistinguishable from the single 
player version, and the action was 
fast and furious. Setting up a bunch 
of writers from different magazines in 
an environment where they can blast 


The graphics are beautifully 
designed and highly detailed 


powered by the same energy source, 
there is no need for any of that 
tedious messing about with different 
ammo types. 

Come together 

Despite all its other fine qualities, it 
is internet gaming which is XFire's 
raison d'etre. The game was designed 
from the outset to be the best 
multiplayer net game ever and there is 
much to suggest that EAI have come 
pretty close to attaining that goal. 
While we were at their headquarters, 
we were given a chance to try the 
game on the office network. 

^Although we were playing a 
^ development version with some 
features still not fully 
implemented, it was nonetheless 
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the crap out of each other with a 
variety of exotic weapons really shows 
up the competitive nature of computer 
journalism! The programmers at EAI 
claim that the game will have a 
response time less than half that of 
Quake, even when playing an eight 
player deathmatch. 

The way they use their server 
technology is interesting as well. For 
internet gaming, all your character 
details are stored on the server, so you 
can download your character but not 
upload it. This totally eliminates the 
cheating sometimes encountered in 
games such as Diablo, since you cannot 
hack into your character stats. For 
tournament games, the play will actually 
be moderated by EAI themselves, to 
ensure fairplay. Their system can 
currently handle five thousand players, 
with plenty of room for expansion. 

When it is released in the first 
quarter of next year, XFire should 
be all set to take the world of 
internet 
gaming by 
storm. Watch 
this space for a 
full review closer to 
the release date. ■ 


The people responsible 
for this X-cellent game 


While wandering in a gamed-out haze around ECTS at Olympia 

last month I came across something which brought a big crazy 

grin to my face; I think you'll like it too. The stand that I found 

was that of Vision Control Systems, a part of 

Ferranti Technologies Limited, who make 

assorted secret gadgets for fighter planes and 

suchlike. What VCS have developed is a 

holographic control system which tracks eye 

movement and uses it to move a cursor on a ■ 

computer screen. The unit is lightweight, 

compact, very quick and responsive, not massively expensive, 

and some bright spark in their R & D department thought it 

might work as a games controller. And it does. 


What they did for the show was link it up to Doom so 
that the movement of your eye controls where you aim, 
and it lends a whole new meaning to the phrase Td as soon 
kill you as look at you.' You really should 
try this thing, it's totally mad... you simply 

. look at your target, press a hand held 

■■ 

' trigger, and Kapow! What's more, if 
that wasn't cool enough, they are 
working on a system which allows 

_ you to fire by blinking. Imagine 

the edge that this little beauty could give you 
in a Quake deathmatch! Check them out on 
www.visioncs.com ■ 


The graphics of the set-up screens are designed to allow the player to identify with the side they have chosen to play 
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Feature 


Wizardry VIII 

The latest installment of the award-winning fantasy adventure from 
Sirtech Software is previewed here. 



Inventory screens are found in most fantasy RPGs, but not many of them are as comprehensive or as beautifully drawn as those in Wizardry VIII 


ack in the dim and distant 
past of 1981, when many of 
our readers had not yet been born, my 
friends and I used to spend our nights 
talking about The Empire Strikes Back, 
which had had been released the year 


lives than a cat. The games have won 
more awards than Quentin Tarantino, 
and will no doubt continue to do so 
despite some stiff competition from the 
likes of Lands of Lore IL The eighth 
game in the series is in development at 






Wizardry sets the pace 
for fantasy RPG graphics 


Sixteen years later and the Wizardry 
series is still going strong 


before, and moaning about how crap 
New Wave music was whist sitting 
crowded around the green-on-black 
screen of a then state-of-the-art Apple 
II computer playing what was 
undoubtedly the best computer game 
around at the time. Wizardry: Proving 
Grounds of the Mad Overlord. It was 
mostly text, with some crude 
monochrome illustrations barely 

deserving of the name 
animation, but compared 
to what else was 
available in those days, 
it was totally amazing. 
Sixteen years later - my 
God am I really that old? 
- (Yes, you sad old git. 
Ed.) and the Wizardry 
series is still going 
strong, proving that a 
good game has more 


the moment, and it is a very far cry 
indeed from those early days. The bare 
bones of the game remain the same, 
with the player controlling a party of six 
adventurers of a variety of character 
classes and humanoid races, plus a 
couple of NPCs, with spell abilities and 
weapon skills, in a sword-and-sorcery 
fantasy setting. 

However, apart from that the game 
has grown almost beyond recognition. 
Gone are the primitive graphics, replaced 
now with realistic rendering of ground¬ 
breaking quality. The gameplay has been 
enhanced with a non-linear storyline 
rather than the more usual step by step 
approach, allowing you freedom to 
explore the detailed 3D environment and 
discover alternative routes to your goals. 
The turn-based, your-turn-my-turn 
combat system often seen in this type 
of game has been improved upon by the 
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use of a phased-round combat system in 
which the character's speed and reaction 
time determines when he strikes, thus 
simplifying fighting with six characters. 
Enemies are controlled by sophisticated 
AI routines and will react to your 
presence in different ways depending on 
how you approach them. This latest 
installment of the world's longest 
running computer game series looks set 
to continue in a fine tradition. Cliff 
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Jagged 
Alliance II 


On a recent trip to Sirtech's offices in Utah, 
Ultimate PC managed to take a sneak iook at a 
game that's aiready iooking iike being one of 
next year's biggest tities. 




et on a remote island caught 
I in the clutches of the kind of 
madman that kept James Bond busy 
throughout his career, Sirtech's 
original Jagged Alliance cast players as 
a mercenary brought in to restore 
peace and order to this troubled land. 
At their disposal was a pool of highly- 
trained soldiers from which they could 
hand pick a small squad for numerous 
turn-based missions. Using an 
isometric viewpoint the game played 
similarly to the old classic Laser Squad 
and Microprose's X-Com series with 
players taking it in turns to move and 
fire. Turn-based gameplay is out of 
fashion now though, which is just one 
of the reasons for Sirtech's 
development of this extremely 
promising sequel - a sequel which, 
whilst based on the same concept as 
its predecessor, boasts a new and 
improved game engine. 

Real-time gameplay seems to be 
the definite flavour of the month, so 
it comes as no surprise to find out 
Jagged Alliance II will be boasting 
just this. JAII promises to take this 
genre further than any other title 
though thanks to the improved 
command and control it affords 
players over their characters. Recently, 
in Dark Reign and Total Annihilation, 


we've seen improved parameters for 
character AI, but in JAII not only will 
players be able to govern actions such 
as the aggressiveness of each 
character, but how wanton they are 
with their ammo (which is not 
limitless), whether they should assist 
comrades, whether to find cover, or 
even retreat in the face of 
overwhelming opposition, so no more 
tearing of hair as you assume total 
control of your little fellas 

As well as a real-time mode. Jogged 
Alliance II is to be one of the first 
games to offer a turn-based option too. 
Playing similarly to the original game, 
this turn-based mode offers more 
demanding strategy with each character 
able to run, walk, crawl, crouch, swim, 
leap and even climb. They'll also be 
able to target different parts of the 
body, such as the head and main torso. 


Jagged Alliance II also sports a 
completely spanking new graphics 
engine that's allowed the development 
team to take the title much further 
than before. With 16 bit colour, high 
resolution graphics JAII boasts lavishly 
detailed characters and the sort of 
environment that should add enormous 
weight to the gameplay. 

As well as the graphics, just about 
every other aspect of Jagged Alliance 
has been overhauled and improved - 
Sirtech are keen to ensure everything 
missing from the original is rooted 
deep in to the sequel. That's why JAII 
features more weapons, enhanced 
personalities for each character, more 
missions, new vehicles and, of course, 
complete multiplayer options. Taken all 
together. Jagged Alliance has the 
potential to be one of next year's 
smash hits. Cliff 
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Interview 


Andy Davidson, the creator of the award- 
winning Worms dimA Worms 2, 
taiks to Ultimate PC. 


hen Andy Davidson entered a 
1 competition in one of the old 
Amiga magazines, he could hardly have 
known the impact it was to have on his 
life and the whole of the computer 
gaming world. The competition (which 
encouraged individuals to send in 
their games) was won by 
someone else, but it was Andy's 
Totat Wormage that created a 
real stir. Having shown it to 
Team 17, the game was 
published as Worms and 
went on to become a 
number one best-seller. 

As a result of this 
success a sequel was 
always on the cards. 

Now that it's finally 
arrived (there's a review 
later in the magazine), 

I we chatted to Andy about 
’Worms, Worms 17 and 
Concrete Donkeys! Here's 
what he had to say... 

It 


UPC: I have to confess to being a total 
Worms addict. I play computer games at 
work all day, then go home and play 
Worms to relax. 

AD: Good, good. The more people's lives 
it messes up the better! 

UPC: Okay, first question then; why 
worms? Couldn't you have used little 
soldiers or something? 

AD: There was a time when it was just 
little soldiers running around, going 
back years now when I started it in '91, 
but they were just a bit too boring. Just 
about the only thing that had never 
been in a game, at that time, were 
worms. None of them had been called 
Jim or anything, so they helped put a 
lot of character into the game, 'cos 
they're stretchy pink things. There's a 
lot of potential in that... It was created 
on the Amiga, and it was called Total 
Wormage then. When I first showed it to 
Team 17, I just went up to them at a 
trade show, they were the first company 
I went to, I was just there holding a 
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^ nee upon a time there was a gentleman named 
Andy Davidson, and he had this very strange idea, which 
was to invent a game that had all manner of strange 
creatures within, well, lots of worms anyway! It all 
began back in nineteen ninety one, originally created 
for the Amiga platform, and aptly called Total Wormage, 
it was a riot of a game, easy to play, even easier to get 
addicted to, and loved by all (just about!). I hate to 
think the amount of hours (probably more like 
months!). I've been plugged into it. When first shown 
to Team 17, they were so taken with it, it was 























disk, and I said "Do you want to have a 
look at this? You're not going to like it 
'cos it's a bit strange." They looked at it 
for about five minutes then said "Do 
you want it published?" and I went 
"Yeah!" That was a good day. It's kind 
of snowballed from there. 

UPC: So how long have you been 
working on the new game ? 

AD: Well we've been going since about 


through to bigger stuff like the net play 
and old women. 

UPC: What about a 16-player option on 
Worms 21 

AD: The way we've got it set at the 
moment, it's limited to six, otherwise 
with the length of a round, the time 
between goes gets too long. However 
you can now have up to eight worms 
on your team. There's a limit of 


""Do you want to have a look at this? You're 
not going to like it "cos it's a bit strange." 


the middle of last year, which is when 
we decided that we needed a new 
engine and a new graphics style, so 
while Dan and Carl were working on 
that, I spent all of last year working on 
where to take the gameplay, because 
when the game's been going this long - 
since '91 - it's quite difficult to add to 
the game without breaking what's 
already there, so it was mostly lots of 
little tweaks, like directable airstrikes. 


twenty-four worms to a game, so if 
you're only playing between two 
people, you can use all eight at once 
on your team, or just pick your 
favourite ones, or whatever. 

UPC: Any other stuff you decided not to do? 
AD: There was some talk of the 
possibility of making Worms 2 a real¬ 
time game, which would have meant a 
lot of effort going into the design side 
of it, otherwise it would have just been 


a bit of a mess to play, what with all 
the tactics that are involved. 

UPC: I see what you mean. Worms 1 is 
such a easy system - and such a great 
game to play - it would have been a 
shame to change it too much. 

AD: Yeah, obviously that's the main 
thing, because with the sequel loads of 
people were saying things like "Oh, why 
not stick in 3D", which is just totally 
stupid. I mean, 3D just for the sake of 3D 
- it's probably the worst thing you could 
do to a game. We didn't want to break 
anything which was already there, so we 
spent all last year thinking of not so 
much big things as little changes, so you 
can Tarzan your way right across a level, 
or drop little old ladies from great 
heights, you know? Just like in real life... 
UPC: Er, yeah...(laughs nervously). I've 
heard that there are around sixty 
different weapons available in the new 
game. Is that right ? 

AD: It'll be well over fifty. There are 
forty-eight basic ones, plus a few sort of 




New landscapes, and new 
weapons to blow them up 



immediately grabbed up and 
put into print. The concept of " 

Worms has changed very little W 

since that fateful day when " 

Andy gave it to the guys at a 
trade show, apart from 17 

, , . EtJW KAMI! I S YOtm W IIHM? _ 

becoming more playable and 
far more visually impressive. — 

So far there have been several species of worms games. Total Wormage, the 
classic Worms, an offshoot of the original. Worms United with 
Reinforcements, and last but by no means least. Worms 2. M 




ifl- 




The first Worms game was perhaps the most original, and certainly the most 
frantic and funny game ever. Now Worms 2 promises to be even more fun 
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Interview 


CONCRETE 

ooNSpoi_ 

In the back garden of 
Andy's childhood home 
there stands a concrete 
donkey, with which he 
would be made to stand 
next to when he was in the 
doghouse. His Mother told 
him that it was a real 
donkey covered in concrete, 
and if he was really bad, 
the same thing would 
happen to him! Hours spent 
gingerly chipping away at 








secret ones which only come up once in 
a while. 

UPC: Wow, weVe never run out of ways 
of blowing each other up with just the 
weapons you get in Worms 1. Now you 
give us more... 

AD: Well we wanted to make sure that 
all the weapons we put in have their 
own uses, rather than just putting stuff 
in for the sake of having it, even down 
to some of the sillier things like cows 
and stuff. Because of the way they work 
they all have their uses, like you can 
send a herd of cows off, and if there's a 
tree in the way one cow will selflessly 
blow herself up to take the tree out, so 
the others can gallop through. 

UPC: What other changes 
did you consider making? 

AD: Well people have 
always liked the 
gameplay, and we wanted to keep it like 
that, but one of the major criticisms has 
been that the graphics were too 
simplistic, so one of the main things has 
been to improve the look of it. We've 
gone for the high-res graphics, and with 
all the animation we've been able to 
really build on the humour. The other 
main thing of course is the network play, 
because being turn-based it's perfect for 
it. We wanted to make sure it had chat 
things built in, so you can send 
anonymous messages. So if you're playing 
say an international game you can send 
a message saying "I hate all French 


people" and no-one knows who said it - 
not that we're trying to encourage 
country against country, or anything; we 
wouldn't dream of doing that! 

UPC: Of course not. Perish the thought! 
There's one question that has puzzled 
me for some time, and I know the lads 


"Well, four billion levels, that's alright, 
but if I had a few more I'd be happier" 


at home will thank you for clearing this 
one up if you can; in Worms 1, the 
worm ranking table seems to be a bit of 
a puzzle. How does that work exactly ? 
AD: Well it was supposed to be a nice 
simple thing based on the number of 
games played, then the 
number of kills, then it 
would rank it on the 
average, so it would 
average your kills over a 
number of games. At the 
last minute we tried the 
points thing, which 
didn't really work. 

UPC: So we should just 
ignore it then? 

AD: It got a bit messed 
up in the end. We 
thought it would be 
nice to build up a ' 
points thing, but it just ; 
ended up being a bit 
compbcated. The 
average number of kills : 
is just a better way of 
doing it. 


UPC: Is there going to be a terrain 
generator for Worms 2? 

AD: What, to create your own levels? 

UPC; Yes. 

AD: Well in Worms 1 you could use a 
paint package to do your own levels, 
and almost everyone liked it, but then a 
lot of people can't be arsed to use a 
paint program, and also if you're totally 
incompetent at art, then you're not 
doing the best levels. So, we tried to 
come up with something that would let 
people create their own thing but keep 
it within the game, so we've got a thing 
called Graffiti Mode, where you draw in 
two colours using different sized 
brushes - a sort of spray can on a wall 
type thing - so you can 
go to the trouble of 
outlining a level, or you 
can just sign your 
initials, or draw a picture of a dog, then 
it will take that, texture it, then put the 
objects on it. 'Cos some people said 
"Well, four billion levels, that's alright, 
but if I had a few more I'd be happier" 

- so now you've got an infinite number 
of levels. 

UPC: Four billion just wasn't enough 
then? 

AD: Well... some people, you know, 
there's just no pleasing some people! It 
does work quite well though. You can 
make levels with loads of tunnels and 
have a totally underground game, plus 
you can impress people with how well 
you can draw a dog. 


n advancement of the original Worms game is ¥iforms United with 
Reinforcements, This is very closely based on Worms but with several new 
options. Sounds are the main addition to the game, and being able to load 


in different sound sets from the L - 

CO is wonderful, and if they get , ^ 

too boring for you, then you can ■ ^ 

download a whole new bunch from : * -i ' 

the Team 17 Website if needs be. This excellent naw option allows the 

player to use their own sampling hardware to capture any sound their 

heart desires, and load it into the game so that their favourite worms 

can have their own unique personalities, not to mention voices. And 
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Interview 


'foke those shopping trolleys — 
they're lethal little things... 


I can draw 
okay, but sheep are 
difficult. 

AD: Ah, the untapped 
potential of sheep. They've been 
promoted to a standard weapon now, for 
exceptional service in the first game. 
UPC: Oh good, 'cos we live in Devon, 
and we know all about the untapped 
potential of sheep... 

AD: Exactly. Because there is no Welsh 
sample set for the game yet. 

UPC: Probably just as well, we wouldn't 
want to get carried away. One more 
question does spring to mind, will we be 
able to carry our house Worms league 
over to the new game? 

AD: No, all the file formats have changed 
now, but you'll still be able to enter the 
names from your favourite team, plus a 
few more; 'cos you can have up to eight 
worms on your team now. Also the 
compute teams are a lot better this time. 
They were incredibly annoying - just for 
being too bloody accurate - so they use 
a lot more of the available weapons now 
and are a lot more humanlike. It was 
always supposed to be a multiplayer 
game, but it will be a lot more 
interesting to play against the computer 
now. There will be ten levels of difficulty 
instead of the original three, and the 
worms will run around a lot more, rather 
than just sitting there lobbing perfect 


grenades on top of your head. 

UPC: Yeah, that was always pretty 
annoying, especially the way they could 
use the wind to carry bazooka shots 
and drop them right on your head 
from across the screen. 

AD: No, they are a lot 
more human now. But with 
the Internet play, you can 
always go and find a human 
player to pick on somewhere in 
the world. 

UPC: Are there any things you 
would have liked to have put into 
Worms 2 but couldn't? 

AD: Well Worms is this ongoing thing, 
so there are a few things which we 
didn't have time for on this one, like 

we really want to develop the one- 
player side of it further, to give it a 
proper mission-based thing - maybe in 
real-time. We may do something with that 
next year, plus there are plenty of other 
weapon ideas. Obviously we've explored 
sheep as much as we can now (fnarr) so 
we've moved on to old women now, 
because old women have a lot of potential 
that society overlooks. Take those 
shopping trolleys - they're lethal little 
things, so we could put spikes on those 
and when the old woman blows up the 
trolley can go flying and scatter Happy 
Shopper baked beans 
everywhere... I don't 
know, I think most 
people just haven't ^ 
explored this with old 
women - though I can't speak 
for you obviously... 

UPC: Well I don't want to 
incriminate myself, you 
understand... 

AD: And then there's the 
concrete donkeys. 

UPC: Concrete donkeys? 

I must have missed 
these. Is this some 
sort of Milton Keynes 
thing? 

AD: No, this is where all my 
inspiration comes from. 

Basically a concrete donkey 
scared me as a child. I was 
warped at an early age, that's 


probably the best explanation. The 
concrete donkey will get quite a 
following, since obviously it had to be 
the most devastating weapon. It's rare 
but it does put in an appearance. 

UPC: Are you going to be releasing 
Worms 2 on any other formats at all ? 

AD: Initially it's just PC, due to the actual 
size of it. When we were showing it at ECTS 
every other question was 'when are you 
releasing it on the PlayStation?' because 
the first one was quite a nice game for 
when you came back from the pub, you 
could just stick it on. But the problem is 
with the resolution of the graphics on the 
new one the actual game screen takes up 
over two megs, and that's all your memory 
gone in the PlayStation straight away. Once 


the PC version is away we're going to look 
at ways of getting it onto the PlayStation, 
we might make a few changes in the actual 
style of it. If we can do it without 
compromising the game then we will, 
because obviously the concrete donkey 
deserves as big an audience as possible. 
UPC: Absolutely. Well Andy, thank you 
for talking to us, and I'm sure Worms 2 
will be just as big a hit as the original. 
AD: It's been a pleasure. Bye. Cliff 

Check out our review of Team 17's cool 
Website in the Cyberspace report on 
page 134. ■ 


He flies through the air 
with the greatest of ease 


MB 


to top it some more, believe it or not. Worms 
United offers at least twenty spanking new 
designs of landscape which adds up to an 
. inaedible four billion unique levels to play your 
friends on. Brill 
huh? So you want to 

niau \mitr mata in .. " ' 


% 


huh? So you want to 
play your mate in 
Bristol when you're in Scotland huh? Not a problem anymore, 
thanks to the full networking capabilities that the game 
includes, so all those multiplayer games you were dreaming 
of is now a reality! 
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Electronic 

Pinball 



1st Century are becoming 
1 something like masters at the 
art of making pinball games. We have 
seen plenty of good titles from them 
over the past few years and there are a 
bunch of new games to follow in their 
footsteps. The next game filling up the 
market for this genre is Now This Is 3D 
Pinbalt, developed by Spidersoft. 

In theory a computer generated game 
of pinball can be made to be more 
exciting than the original game, which 
relies on a lot of gravity and ball physics. 
Obviously most pinball games have been 


simply based on trying to make a game as 
close to the real thing as possible, with 
nudge options and multi-ball - but as 
computer versions get closer and closer to 
the real thing, they will surely begin to 
surpass their arcade-hall ancestors. With 
the range of 21st Century games I think 
we are seeing a move towards that reality. 

Electronic Pinball has gloriously 
designed tables that ooze with new ideas 
and features. The music and sound effects 
are already pretty close to the real buzz 
you get off the flippers and bumpers 
when playing for real, just here you don't 


have the ego thing of having your 
highest scores on show to your mates or 
some fella next to you banging the table 
with a fag hanging out of his mouth. 

Nelson Mandela House 

The game will include four new table 
themes, each as bizarre as the next. The 
first sounds more like one of our 
competitors: PC Pro. The others. Safe 
Cracker, Globe Trotter and Speed Freak 
are easier to understand what they are 
all about. Other pinball games in the 
past have chosen traditional themes 
such as 'space' and 'pirates', so it is 
good to see some innovation coming 
through here. This should be a great 
new title to add to 21st Century's 
expanding range. We should have a full 
review shortly so stay tuned. ■ 
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As you can see, the 
tables have been adapted 
to improve the front-end 
and options screens - 
the Safe Cracker looks 
good so far 



Spidersoft have been around for about five years now and have always been at the 
cutting edge of pinball gaming. Apparently they were the first to use PC scrolling, 
the first to utilise the multi-ball and the first with that ever-impressive variable 
geometry. Electronic Pinball will, they claim, be the very first 'true photo-realistic, 
3D, Direct X, Windows 95 pinball simulator.' This is to be expected in the early part 
of next year. Players will be able to choose from two tables each with great 
animations and Wave music. Other great titles in their range have included: Pinball 
Dreams, Pinball Mania, Slam Tilt and Pinball Illusions. 


Pinball must be one of tbe oldest and most 
exciting arcade games of tbe 20tb 
Century. 21st Century aim to take their 
expertise into the next century! 
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Preview 


Seven 


So you want to be king? Test 
your skill against this little 
baby and find out if you have what it takes! 


Kingdoms 



Make sure you keep a 
guard at your village 


Taking out Gods is somewhat tricky as you can imagine, so beware! 


easily accessible from the opening screen. 
First, you must set up the game, which is 
done from a straightforward and intuitive 
options menu. 

There are seven races to choose 
from, including Chinese, Greek, 

Japanese, Maya, Persian, Norman and 

available, 

are very useful... 


set the type of terrain you would prefer: 
standard, snow, or badlands, and there 
is a choice of small, medium, or large 
land masses. Advanced options are 
available, and are very useful, but Tm 
not going to tell you what they are and 
give it all away, so you're just gonna 
have to save all those pennies and buy 
it when it comes out! 

Wot! IVo Guns? 


kay, so you're bored with all 
your games and really need 
something to entertain you over the 
next few months. Seven Kingdoms could 
well be the one - it should keep even 
the most jaded gamer amused for a very 
long time. I appreciate that there is a 
lot of choice within the God game 
genre, but for me, this one really stands 
out from the crowd. 

Advanced options are 

and 


As in similar games, the aim is to 
conquer the world (surprise, surprise) 
through cunning, diplomacy, and most of 
the time, outright hostility. It is basically 
a single player game, but also includes 
some excellent networking facilities - 
head to head or multiplayer - which are 


Viking, all of which have slightly 
different attributes within the game. 
You can chose one of six levels of 
difficulty from Very Easy to Very Hardm 
but I found the Very Easy setting was 
difficult enough, so who knows what 
Very Hard option is like! You can also 


The game begins with a world map - 
of somewhere - littered with small 
independent villages, one of which is 
your starting point. The first thing 
that must be done is to recruit some 
villagers and send them to the fort, 
where, under the strict and personal 



Whfri hm-kni Ifie Plkvnit will rift fiiun its ami iipfwt m tht skits 
SeM i’t nmrr 




With TIktr In the skits ynir Kingthm will havt thr fv 
dcvastiiting Thtndtrstcvms er Tamailots mtc tlu hta 


One very important aspect of the building of any empire - whatever its nature - is 
trading, which is done with the use of caravans and ships. Any number of these can 
be used in the game, resources permitting of course. Once you have negotiated a 
trade agreement with another kingdom and built a market, any caravan can be 
programmed to stop and trade with three different villages on a loop - in other 
words it can be made to continuously repeat a set trade route. You can make units 
buy and sell everything from raw materials like copper and clay, to the products 
thereof, and all the more usual general foodstuffs. Ships are just as versatile and 
useful as their land dwelling counterparts, apart from the fact that they go via the 
oceans - as if that needed clarification! Watch out though, of all the playing pieces, 
these two are probably the weakest. In which case your enemies will have great 
delight in taking them out at the first available opportunity, mark my words! 


ULTIMATE PC | ISSUE THREE | NOVEMBER 1997 
























































Preview 


49 



It's possible to gain access to every 
small detail of your kingdom from the 
menu icons, and here are a few of them: 

Kingdoms: this covers reputation, 
status, (at peace or at war) any trade 
treaties you may have and the amount they 
are earning, the amount of food available, 
how huge - or pathetic - your treasure 
horde is, and the length of continuous 
peace your kingdom has enjoyed. 

Villages: gives you information on 
the population, loyalty and race of all 
settlements under your flag. It will also 
tell you what structures you have, how 
many there are, their initial cost, and 
the upkeep. 

Economy: keeps you abreast of such 
things as yearly income and expense, 
covering sale of goods, export revenue, 
taxes, recovered treasure, worker income, 
sale of buildings and aid or tribute from 
other kingdoms. On the outgoing side, 
among others are spy costs, training of 
units, honouring units, worker salaries, 
imports and aid to other kingdoms. 

Espionage: reveals your spies' 
names, their locations, skill and loyalty 
to the king. 


tutelage of the king himself, they will 
be metamorphosed into a lean, mean, 
fighting machine. 

Once they are adequately trained 
and beweaponed, you can send them 
out to a nearby settlement to attempt 
to control it. I think the best bit is 
probably when your battalion goes into 
battle: all that can be seen is a forest 
of swords, hacking mercilessly at any 




Villagers must be trained to 
become warriors, but patience is 
also a factor, as the longer they 
train, the tougher they become 


1 know we've seen it all before, 
but what it boils down to is playability 


'ard warriors can do even more butt 
kicking! The list goes on. 

The Gods also can play a big part in 
your world, if you have enough power 
and status. They can even be called upon 
in times of need to help out in battle. 


pretty large quantities, and Seven 
Kingdoms looks set to have exactly 
what it takes! 

Huge potential with bags of 
atmosphere to keep you amused for a 
long, long time. 


Maybe a Tower of Science 
is what the people need 
to speed up research 


thing that moves - and most things 
that don't! 

Apart from waging war on helpless 
neighbours, there are plenty of other 
things to do in Seven Kingdoms, like 
expanding the village with a number of 
useful buildings such as an Inn - 
absolutely vital, as we all know - or a 
Tower of Science. If adventure on the 
high seas is more your poison, then a 
Dock would be ideal, or maybe you 
should build a War Factory so your dead 


I think Seven Kingdoms is really 
looking great, I know we've seen it all 
before, but what it boils down to is 
playability. A game isn't necessarily 
brilliant just because it has excellent 
graphics, it has to have both, and in 




All the different races involved in 
the game are very well thought out 
and the graphical representation is 
even better. Spot on guys 


T-ECH SPECS 
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ENLIGHT SOFTWARE 


DECEMBER 


www.imagicgames.co.uk 
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Grand 
Tlieft Auto 

Ever dreamed of being a hitman? Had the urge to race through a 
city mowing down the odd pedestrian? Fancied shooting your 
neighbour, or nicking someone eises car before setting it aiight 
when you've wrecked it? DMA obviousiy have! 






he anticipation surrounding 
I this game has been building 
up over the past few months as reports 
began to emerge that it was going to 
begin a revival within the software 
industry, taking things back to the good 
old days when playability ruled over 
everything including morality. DMA's 
track record is certainly commendable 
and anything less than perfect coming 
from these guys would be unimaginable. 


Lore of Lemmings 

Lemmings is definitely DMA's jewel in 
the crown and is now a household 
name throughout the world (at least 
in those with games players living 
there!). The games concept was so 
simple and yet so effective that it 
left many people within the industry 
kicking themselves for not thinking 
of it. The concept may have been 
simple but the realisation of the idea 
was something no others could have 
achieved. The balanced gameplay and 
the enormous attention to detail 
never failed to keep the player 
engrossed in the action and, 
something else uncommon to most 
games, there was a definite 
satisfaction in both completing the 
level or dying, it didn't seem to 
matter either way. 

Grand Theft Auto once again delivers 
the kind of game that on the outside 
sounds simple and fun, but is something 
that no one has ever really tackled 
before. Turbo Esprit from way back in 
the Speccy days had a cops and robbers 
theme all based within a city which had 
an amazing life of its own. Cars followed 
the highway code and pedestrians kept 
to the pavement and used the zebra 
crossings. For its time the game was 
pretty amazing and it's surprising no one 
has really advanced upon the game 
seeing as almost every other genre has 
more than a few similar titles. 
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black humour which is very rarely found 
within games these days, they either 
remain serious or go over the top into 
slapstick territory. 

The freedom the game provides is 
the most impressive feature and adds a 
whole new dimension. The cities in 
which the game is based are almost 
living organisms and continue with or 
without the players influence. People go 
about there business and react to 
situations with an unprecedented 
realism. Cars travel around behaving just 
as they would in real life and respond 
to traffic lights and pedestrians just as 
anyone else would. The game 
environments sheer realism creates such 
an absorbing experience that you feel as 
if you're really there. You can spend 
endless hours just wandering around the 
cityscape enjoying everything that's 
happening around you. 

DMA are adding the final few 
touches which will include the option to 
network the game (which is something 
we just can't wait for) and it should be 
on the shelves in time for Christmas. 

This game is going to be huge and 
hopefully we'll be telling you exactly 
why next month. ■ 
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The freedom the game provides 
is the most impressive feature 


than admirable morals the game is 
bound to be accused of encouraging 
violence, theft, joyriding and numerous 
other ethically challenged subjects but 
the freedom the game allows and the 
choices it offers leaves all the moral 
issues with the player. 

The violence itself is far less 
gory than that found in an 18 cert, 
film and is no worse than that 
found in Quake or Duke Nukem. 

Little people, not much bigger than 
those wee Lemmings of yesteryear, 
splat flat on the ground in a pool 
of blood when you mow them down 
in a car, go flying in a spray of 
blood when you shoot them down 
and run around screaming when 
they're set alight from explosions or 
from flame throwers. Don't worry 
though if you accidentally run 
someone over, an ambulance will 
turn up and depending on how 
mauled the patient is they often 
make a full recovery. 


running over the copper following you 
and then fleeing from the crime scene 
leads to some of the most amazing car 
chases ever seen and it definitely sets 
the adrenaline pumping. The police build 
road blocks which are just asking to be 
smashed through, huge groups of them 
chase behind you and it's only a matter 
of time before you get cornered. At this 
point you can jump out of the car and 
start a shoot out, or you can try your 
luck and try to get arrested (the soft 
option) although some coppers may take 
a disliking to you and shoot you down 
quite happily. You can get arrested as 
often as you like although most of your 
material possessions are confiscated but 
if you are killed you will lose one of your 
precious few lives. 

Swearing 

Swear words are also common place 
throughout the game but are no worse 
than those heard down the local pub 
Most of the script contains a subtle 


Choose your character 
and hit the streets! 


Playing cops and robbers has been 
drummed into the nation through 
various films and TV series over the 
last quarter of a century and the 
chaps at DMA are obviously no 
different. The content of the game 
has been influenced by the film 
industry and as you play the game 
you soon recognise classic touches. 
Cliches found in car chases such as 
driving through clattering dustbins, 
smashing though piles of boxes, 
crunching over bollards etc. Such 
things play no other part than to 
purely entertain and you often find 
yourself making a quick detour just 
to smash through some boxes. Gun 
fights with cops and other criminals 
are also remiscent of movie greats 
such as Dirty Harry. 

Controversial 

DMA's drive towards creating the kind of 
game that they wanted to make is likely 
to create some controversy when it is 
finally released. There are many aspects 
within the game which are likely to 
upset the censors and will make it a 
prime target for the over reactionary 
dailies. Playing as a person with less 


Kill, or be Killed 

At the end of the day the life and 
independence that each person in the 
city possesses provides the player with 
the thrill or remorse of the kill. Killing 
innocent bystanders will not help you 
win the game though and can often 
attract the attention of the local police 
force. When the police do take note of 
your actions, this is when the real action 
begins. Carjacking the nearest vehicle. 
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Personalise the Gears to 

suit your preferences 



he title comes from the name 
I of the Mechs themselves, the 
Heavy Gears. Supposedly because they 
are not exactly light - and with all the 
weapons mounted on them I suppose 
they will need to have a bit of umph! 
Based in the 62nd Century, the American 
accents haven't changed much over that 
time but a few things certainly have. 
Earth's climate is in tatters, ruined due 
to centuries of man's greed and excess. 
Since this catastrophe expatriates have 
colonised the planet Terra Nova, which is 
where you begin your mission. Wars 
have come and gone, and over that time 
the colonies have developed advanced 
fighting machines. The Heavy Gears have 
been designed especially for war. But 
which war are you fighting here? Well 


Activision prepare to iauncii their new Mech 
based 3D combat sim. Taken from the popuiar 
board game you can buiid your units into mighty 
warring factions, it's iooking good. 



after a time of fending off attack from 
Earth's forces you find yourself in timejs 
of trouble in a civil capacity. This 
concerns the battles between the 
northern city-states and the allied 
southern territories. Lucky the lines are 
well laid out and it is simply a north- 
south divide separated at the boarder by 
the badlands. So there shouldn't be any 
worries about saving stranded troops or 
anything tricky. 

However, let's not run before we can 
walk! In fact the Heavy Gears will be 
able to do much more than just that; 
see them crouch, side-step and throw 
grenades if need be - I'm still waiting 
to see one do a handstand though. 
Seriously, they do have the ability to 
move quicker using either fitted tracks 


or wheels but will suffer from limited 
manoeuvrability in these states. 

The battle chassis will be fully 
primed for upgrades, improvements in 
armour and general personal adaptation. 
There are a few types of Gears you can 
build to add variety to your attack 
capabilities. Scouts will always be useful 
for fast deployment. Support Gears are 
known for their heavy armour and the 
Striders are great for long-range fire. It 
looks like the Battle Gears will be the 
most popular - everyone seems to like 
the all-rounder. Saying that you will be 
able to mix and match a lot. 

The landscapes that players will 
roam around will be fully texture- 
mapped, including the sky, and 
generally all the graphics are looking 
good at the moment, especially the 
computer generated FMV scenes. They 
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In Heavy Gear you will have several, well, make that tons, of Mech type machines to choose to help with your battle. Here are just a few, 
and as you can see they come in all different shapes and sizes. The Mammoth for example looks like the baby of the family but appearances 
can be deceiving. The machine is a tough and well armoured little cookie and has strong feet that are best suited for the North. The Kodiak 
looks good and is good. Being one of the latest machines, this Gear has some of the best engine and transmission in the business to keep 
the one and a half tons of might on the move. 





have spent time to produce a good 
amount of cut scenes which all feature 
competent actors in pretty impressive 
sets considering they are running on 
not exactly blockbuster budgets. From 
the parts that I have seen already they 
all look pretty convincing with lots of 


intrigue and deceit - which is exactly 
what we like. 

As far as arsenal goes you have 
plenty of powerful weapons to make the 
opposition beg for mercy. Mortars, 
grenades and some flash 'particle 
accelerators,' and as the tradition goes. 


'there's many more to pick up along the 
way'. To home in, you will be able to use 
the 'in-gear' targeting computer - either 
on the enemy or your own units to avoid 
friendly-fire! 

As you join the game you will appear 
on the Vigilance Bridge. This is your 
nerve centre which controls the ship's 
navigation, sensor and command crew 
stations. This is where you visit the 
Barracks or Briefing Room. The Barracks 
hold all your important information 
about your Gears, including their learned 
AI, which increases as you move further 
through the game. In the Briefing Room 
you will be expected to check out the 
positions of the enemy to know exactly 
what tactics are required before you 


enter the badlands. Any customising will 
be done here: simply click on the 'build' 
icon and all your options will be 
displayed - nothing too taxing. The next 
port of call before violence is the 
Command Base on the ground. This is 
where you will be able to choose from a 


range of thirty odd missions. Some 
missions you will be accompanied by 
wing-mates, which you will need to 
choose wisely to avoid disappointment! 

As you move through the game you 
will gain the experience required to 
move from Corporal right through to 
Colonel with many stops in between. The 
different sides have different names for 
these but they add up to the same thing 
in the end. 

The Gears will battle it out on both 
sides to finally destroy the opposition. 
With multiplayer via LAN/WAM or Modem 
there's no excuse for not finding suitable 
competition. We await its arrival to see if 
Heavy Gear shifts up to the top or drops 
like a dead-weight. ■ 
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The Heavy Gears have been 
designed especially lor war 




If you keep your nose 
clean (avoid browning!) 
you may just reap some 
rewards - pretty badges! 







y ^ 

Show us your new moonwalking technique, remember what happened last time though! 


By the looks of things they have decided to keep 
the graphics as simple as possible. Let's hope the 
gameplay is quicker and smoother for it 
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Eastern F 









Wari What's it good for? Absolutely nothing! 
Well, except computer gaming that isl 
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kay, I know turn based 
I strategy games aren't 
everyone's cup of tea, but then the 



games industry would be pretty boring 
if all gamers liked the same thing! This 
soon to be released offering from 
Talonsoft is a war sim based around the 
German and Russian hostilities from 
around 1941. On the 22nd of June of 
that year the Germans invaded the USSR 
with a massive three million troops, and 

Play is spread over a 
huge rolling landscape 


£4* ic’tnma Map yr«t >j«mi ii«sptay ilpucn-. y«<p 


(JlQlBl-li iWolBlBJlSlDlEMlall 



, .w 

hits, i.* 


Bolshoy .Shfhapovi) i / ^ 
rv®*"^ /WfiihTTir*^ 


The very handy Scenario Editor allows the player to almost 
totally rebuild the scenario to their own personal specifications 


even though the Russians were aware of 
their movements it stiLl came as a great 
surprise. Having been kept busy on the 
Finnish front, Moscow thought it wise 
not to mount a counter offensive yet in 
fear of provoking the Germans (as if 
that would have made a difference with 
that many troops on your doorstep!) 

As the player, you can decide which 
side to take control of, the Germans or 
the Russians. Each have their own 


strengths and weaknesses. Because the 
German side was split into three, 
namely Army Group North, Army Group 
South, and Army Group Centre, this 
meant that they were generally out¬ 
numbered, but the Russians had the 
disadvantage of having most of their 
tanks scattered out amongst their 
troops, and so were not much use 
against the more dangerous German 
Panzer Divisions. 
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To make it even more playable. Eastern Front has been written in such a way as to 
make just about everything user definable, even the maps can be altered to suit your 
personal specification. Instead of just offering a scenario and letting the player get 
on with it, there are several engagement types to choose from; meeting engagement, 
delaying action, static line, pocket breakout, armoured breakthrough, river crossing, 
bridgehead, mopping up, highway clearing, recon attack and mountain pass. Among 
the choices of map type there are hilly with medium woods, wooded marsh, lightly 
wooded hills, and wooded hills. There are also facilities for adding a major lake, a 
major river, or even some coastline. 



Where in the World 

The game starts with a short but cute 
intro, a few tanks rumbling along, a 
couple of pot-shots, you know the sort 
of thing! The main screen offers several 
options: Play Scenario, Edit Scenario, 
Play Campaign, Edit Map, General 
Battle, and Edit Order of Battle. Most of 
these are self explanatory. The Play 
Scenario button lets you enter the set¬ 
up screen, where you can choose one of 
a massive fifty different scenarios, 
ranging from ten turns to seventy turns 
in game time. Once the set-up is 
completed the exit option puts you 
straight into the driving seat, opening 
up the main playing screen which 
comprises of a hex-contoured 
landscapes covered in snow, trees, and 
scattered army divisions. The game is 
based around a number of turns, 
depending on which scenario is chosen, 
during which each piece has a certain 
amount of action points allocated to 


them. These can be used for a number 
of different things, moving, attacking, 
digging in, loading or unloading troops, 
or just acting as a supply chain. Before 
making decisions for the troops, other 


All the necessary controls are well laid out and easily accessible 


For a strategy simulation, the game 
has fair amount of action, it's quite 
pleasant to see your mortars blitzing a 
really well dug-in bunker, with 
explosions and flames, and ricochets of 
bullets zinging around. There are five 
levels of difficulty to choose from, and 


Graphically speaking Eastern ft'ont 
definitely looks the part... 



things must be taken into consideration 
of course, like the morale of the 
section, their strength, their firing 
costs. Graphically speaking Eastern 
Front definitely looks the part, and it 
really is useful to be able to see at a 
glance exactly what each unit is, and 
by simply putting the cursor over the 
piece you can immediately see its 
strength points, action points, morale 
points, assault and defence points, and 
lastly its firing cost. There is still more 
detail in the unit box, but you'll have 
to buy the game (when it arrives!) to 
find out more about that. 


eight campaign scenarios to be 
overcome. This is a good looking game 
with great potential, although the 
controls are a little complicated to get 
to grips with at first. ■ 







Even things like major lakes, rivers, and coastline can be added with a click 
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It is amazing there are so 
many things in this game to 
help you get the most from 
it; if you find a particular 
scenario too hard, then 
change it! It's as easy as 
saying it! To add items to the 
level, it is simply a matter of 
entering the Edit Scenario 
option, choosing it from the 
menu, and clicking it down 
where it is needed. It is 
possible to add most things 
at this point, like mines, 
trenches, bunkers, pillboxes, 
wrecks, pontoon bridges, 
damaged bridges, and even 
rubble if you should require 
such a thing! It is even 
possible to change to 
attributes of the troops, by 
decreasing or increasing the 
strength, morale, action 
points, fatigue, and their 
disrupted status. 
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Interview 


Ultimate PC caught up with Gary Player on the 
nineteenth to find out why he got invoived with 
Empire's Goff Pro. 




» ^though still busy on the golf 
course, Gary Player took time 
out to have a chat with Ultimate PC 
about Empire's forthcoming title and 
life as one of the most successful 
golfers of all-time. 


highest quality. And I found the ideas 
behind The Golf Pro very exciting indeed. 
UPC: What are your thoughts about 
the game itself now you've been 
through the filming? 

GP: I'm amazed at how detailed and 
intricate the filming has been. I doubt 
that my swing has had as thorough an 
examination in many years! We've taken 
hours of footage of me hitting shots from 
a variety of situations. And I've presented 
some lessons to teach the basics of the 
game, and that's been fun because the 
game is so like the game of golf. 

UPC: Have you tried The Golf Pro's 
MouseDrive system? 

GP: Yes, I have. It's got the most 
wonderful feel. Golf is all about touch - 


so this is going to be fascinating. 
Somebody who starts by playing it and 
being too aggressive will learn a lesson 
that they must apply on the golf 
course. In the game you need to have 
feel and touch - so there is a great 
similarity with real golf. So if you're 
asking me if it does impart some of the 
realism of an actual golf swing, then I'd 
say yes, absolutely. 

UPC: How spedal was winning the 
Senior Open at Portrush this year? 

GP: I've had only one ambition to fulfil 
at my age and that was to win another 
major championship on the Senior tour, 
to equal the number of majors that I've 
had on the regular tour. I had nine on 
the regular tour and I was beginning to 


UPC: What made you get involved 
i with The Golf Pro? 

k Nowadays, it seems as if 
K everyone is playing with 
B computers, networks, and e-mail. 
H People love golf so much that 
H they can sit down at the 

computer and have a challenge 
even in the middle of winter. I 
only ever get involved in 
HI products that are of the 
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wonder if it was too tall an order to 
expect to win another major 
championship just before I turned 62. 

So it was a very, very special win for 
me, particularly the way I played the 
last round. I played like when I was 25 
UPC: Do you feel you have more Senior 
Majors left in you in the future? 

GP: It's a tall order. You can't be too 
greedy, although one likes to try and be 
a little bit ambitious. But just winning 
one at this age is a bonus, so to win 
another one would be something very 
special. It's certainly possible, but I 
won't be too perturbed if I don't 
because I've had more than my fair 
share of Majors. 

UPC: Does this mean that any thoughts 
of retirement have been put on hold? 

GP: No. I will play my last Open 


wood twelve inches from the hole which 
enabled me to go on and win the Open 
by one shot from Nicklaus. Another one 
I've got to mention is when I played in 
the Masters in 1978, I was seven behind 
Watson going into the last round, and I 
came back in 30 and holed a 15 foot 
putt downhill - the first time anyone 
had ever holed a putt downhill at the 
Masters to win. 

UPC: Why did you get involved in Golf? 

GP: I started when I was 14. I was at 
the King Edward VII school in 
Johannesburg and participating in 
soccer, athletics, swimming and boxing. I 
wasn't particularly interested in golf, but 
my dad, who played golf as a weekend 
golfer, got me out. He encouraged me to 
play and that's how I started. Thank 
goodness I started because it's the 


Golf is all about touch — so this 
is going to be fascinating. 


championship in St Andrews in the year 
2000, then I will continue and probably 
play some tournaments on the Seniors 
Tour round the world. But as far as 
retirement is concerned, when I can't 
win any more that's when I'm going to 
retire from playing 

UPC: If you could pick one shot from 
your career as a very special one - or 
the best in a certain situation - 
which would it be? 

GP: Well, I have a lot of them and it 
would be very difficult to say. I was 
playing in the Open in 1968 with 
Nicklaus and Bob Charles, and I was one 
ahead of Nicklaus and two ahead of Bob 
Charles. At the 14th hole of Carnoustie, 
which is known as the Spectacles, the 
wind was blowing and I hit a three 


greatest game that I've ever played. And 
that's where I met my wife who's been a 
great inspiration to me. 

UPC: What do you think of the 
current professionals, the next 
generation of players? 

GP: Oh, very good. Very good indeed. I 
must say this; it's a lot easier going to 
play now, easier to travel, with better- 
conditioned golf courses, better 
equipment, better golf balls and greater 
prize money by tenfold. 

UPC: At 62, how do keep so fit and 
playing so well. What's your big secret? 
GP: Well, first of all I make a point of 
not overeating and I keep fit, which is 
very, very important. And having lots 
of grandchildren and children keeps 
you young. 



UPC: As a member of The Big 3. What 
impact did it bring to the world of golf? 

GP: I think The Big 3 happened at a time 
when it was important for golf because 
there was no television prior to that. And 
the fact that there was television and it 
was televised wherever we went and at 
all the big major championships - it 
really got the start of this tidal wave. 
UPC: Any tips you would offer to an 
aspiring golfer? 

GP: I would say that they've got to have 
the desire, number one, and then the 
application and dedication. You know, 
set yourself a goal. If you want to be an 
amateur player, so be it. If you want to 
be one of the best in the world you've 
got to make an awfully big sacrifice. And 
that's something that only that 
individual can determine. ■ 



The undulating greens 
should provide for some 
challenging putting 
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Football's Witnessed several false 
homecomings over the last few years, 
but In Sensible Seccer 2000m could be 
about to see the real thing. Ultimate PC 
travelled up to Saffron Walden to find out how 
work is progressing. 


There's an unmistakable 
look to the new game 


sk any true footbaU fan which 
arcade footy sim is their 
favourite and Sensible Soccer will 
invariably be their reply. Having first 
appeared on the Mega Drive and Amiga 
back in 1992, Sensi (as it's 
affectionately referred to by its army of 
supporters) took the gaming world by 


storm with its fast, flowing gameplay. 
Here, at last, was a game that really 
captured the excitement and passion of 
arguably the world's greatest sport. As 
the years rolled by Sensi remained the 
fan's favourite despite the game's 
dating graphics. Brushing aside title 
challenges from Kona mi's International 


Superstar Soccer and EA's FIFA games, 
Sensi finally made the transition on to 
the PC in 1995. Ported over by Wave it 
remains, to this day, one of the best 
footy games on the PC (although, to be 
honest, it's not a patch on the Amiga 
version). Admittedly, Aetna Soccer and 
the recent FIFA titles have made it look 
old hat, but for sheer gameplay it's 
hard to fault. The team at Sensible 
Software, led by Jon Hare, realised that 
improvements could be made though, 
and so they embarked on Sensible 
Soccer 2000. 

Although Sensible Soccer boasts 
some radical differences over its 
predecessors (as you'll find out soon 
enough), not everything in the game 
has changed. Players of SWOS will 
immediately recognise the options in 
the game, including Cup, Tournament 
and League. Each of these can be 
customised to meet the players exact 
requirements including details such as 
away goals, golden goals, penalties, 
number of rounds, number of teams 
and so on. The customisable, easy to 
set up League and Cup competitions 
were one of the contributing factors 
in the original Sensi games' success 
and they should prove equally popular 
in the sequel 

As with the original. Sensible 
Soccer 2000 gives players the chance 
to choose to either coach, or 
player/manager each match. Selecting 
the Coach option reveals a level of 
tactics that most management sims 
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F would be hard pushed to match. 
Everything from individual player 
positioning, through to team 
passing/shooting ratio can be easily 
set to suit the players' preferred 
playing style. Sensible Soccer 2000 is 
about playing, not watching though, 
and so it was with great relish that 
we finally got to take the field. Once 
out on the pitch there was an 
unmistakable Sensi feel to the game - 
both visually and in terms of 
gameplay. Although the game is now 
3D and uses motion captured 
animation for the players. Sensible 
Software have remained true to the 
panned out, overhead view. Apart 
from pleasing the die-hard Sensi fans, 
this gives players a much wider view 
of the pitch enabling them to pass 
the ball around with much more 
confidence. And passing is very much 
a part of Sensible Soccer 2000. Jon 
Hare is a firm believer in the 
'beautiful game' and it shines through 
in SS2000. Players have complete 


control over the direction, weight and 
bend on each pass, allowing for quick 
one-twos, long balls over the top of 
the defence, through balls, chips and 
so on. Remarkably, as with the 
original games, all this can be 


achieved with just one button. A 
second button can be used for speed 
bursts, but this isn't essential. 

Obviously the code we played is 
still to be finished and there were 


aspects of the game that will need 
touching up if it's to match its 
illustrious predecessors. The tackling 
was suspect, as was the gravity of the 
ball. After offering our own input, 

Jon Hare commented that all these 


areas were yet to be fine-tuned and 
assured us they would be before the 
game is released. And that was good 
enough for us! 

In the relatively short time we 
were with Jon and his team, they left 
us with the lasting impression that 
they are real games fans and as such, 
there's no way Sensible Soccer 2000 
will be leaving them until they are 
satisfied it's as perfect as they can 
make it. It's this philosophy that 
resulted in the original Sensi games 
and the classic Cannon Fodder. 
Sensible Soccer 2000 should be 
joining them soon! ■ 


Sensible Soccer 2000 is about 
playing, not watching... 






Replays can be viewed 
close in to the action 





Fans of the original are 
going to be in heaven 
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an Interuleiu uiitn Jan Hare 





Real players and teams 
will feature in the game 



This is Jon Hare - he's the one responsible for keeping us up until 3 am! 


UPC: What's been the motivation behind 
Sensible Soccer 20001 
JH: Having established ourselves as 
probably the world's best football game 
development house, by first conquering 
the 8-bit market with Microprose Soccer 
and then conquering the 16-bit market 
with Sensible Soccer. It has been our 
intention for three years now to make a 
football game for the next generation of 
CD driven machines. Sensible Soccer 2000 
is, believe it or not. Sensible's first ever 
game written specifically for the PC, as 
every other one of our titles on the PC 
has been an out-of-house conversion of 
either a C64 or an Amiga title. The 
motivation is to remind everyone that we 
are still the best football game making 
team in the world... which we are 
UPC: Sensible Soccer 2000 will be going 
head-to-head with FIFA and Actua 
Soccer 2. What will stand it apart from 
these titles? What do you think of the 
competition on the PC? 

JH: Considering the length of time 
people have had to get it right, I 
consider the competition on the PC to 
be very poor. The games may look 
alright in some cases, but they are 
very samey and none of them have 
overcome the hurdle of how to get 
good graphics to sit alongside good 
gameplay. I can honestly say that 


since the very first edition of 
Sensisoccer on the Amiga came out, in 
1992 (I think) the only game that can 
stand alongside it, in terms of overall 
quality, is the N64 version of 755 
Soccer. This is because ISS has actually 
thought about the gameplay a lot and 
come up with some good original 
ideas... ISS is the only other football 
game that Sensible Soccer 2000 draws 
any inspiration from at all. 

I view ISS as being in exactly the 
same scenario as Kick Off 2 on the 
Amiga was, just before Sensi Soccer first 
came out. It was brilliant but after 
many months of play there were still too 
many annoying features in it for you to 
ignore. Then Sensi Soccer ironed out 
those errors, added bags more features 
and everyone loved it. Hopefully history 
will repeat itself this Christmas. 

What we Have Over our 
Competition is... 

• More experience 

• Our totally unbeatable, lightning-fast 
control system, with all the old Sensi 
Soccer controls still all on one button 
and a couple of ISS inspired additions 
on the other. 

• A camera angle which allows both the 
attacker and the defender to see what 
the hell is happening on the pitch and 



Ultimate PC chats to 
Jon Hare to find out 
the inspiration behind 
Sensible Soccer 2000 

to actually pick out passes and 
intentionally intercept moves etc. 

• A totally new, extremely comprehensive 
and dead easy-to-use coaching system. 
This enables management game lovers, as 
well as football action lovers, to dictate 
to their team precisely what to do when 
they've got the ball, precisely where to 
stand or run when they haven't and how 
to take freekicks. They can also create 
their own formations and freekicks, select 
freekick takers and men in the box and 
even man-to-man markers. 

• The ability to create your own teams 
and edit their overall skill, plus the 
ability to create your own competitions. 

• Amazingly beautiful and chilled out 
menus, with very classy maps and 
symbols, plus unique hypnotic music 
that moves from country to country and 
continent to continent, as you explore 
the depths of the menu system. 

• The game is being made and produced 
by genuine football fans. 

• Our game is made so that defence and 
attack are equal: this makes the game 
more fun all the time - not just when 
you've got the ball. 

• Over 300 motion capture moves. 

• Player friendly menus and save/load 
options to give you and your mates your 
favourite customised leagues and cups at 
the touch of a button, i.e. much less 
setting up time before getting on with it. 

UPC: There are rumours around that 
Sensible Soccer 2000 has gone 3D - is 
this the case? 

JH: That's right. Sensible Soccer 2000 is 
3D but during play the angle is pulled 
out to something similar to the old 
Sensi Soccer view, but with 3D motion 
captured graphics. During replays it 
looks like all the views people are used 
to in FIFA, ISS and Actua, and you can 
then see it's actually all in real 3D. 

UPC: Who did you use for the motion 
captured graphics? 

JH: We used Simon Milton and James 
Holt of Ipswich Town to do all our 
motion captures and a guy named Glen 
Senior who plays for Thetford. They were 
all really nice, professional and friendly 
guys... and that's coming from a 
Norwich fan. 

UPC: With the original Sensible Soccer 
games, gameplay was everything. Have 
you had to sacrifice this for the sake 
of the graphics? 
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The goalkeeper A1 is still being tweaked, but expect them to be damn good! 


JH: The secret with using motion 
capture in gamepLay is to make the dog 
wag the tail and not Let the tail wag 
the dog. You have to convert your 
motion capture moves into something 
as controllable as old sprite animations 
used to be, without Losing the benefits 
of the better graphical definition. The 
gameplay must call the motion capture 
and dictate to it how long the move 
will Last - not the other way round. 

The speed of the on-screen player's 
response to the press of a button, or a 
change of direction, is everything: the 
quicker it responds, the more the 
player will feel he is in control, and 
the more he'll enjoy the game - and 
the less he can blame the computer 
when he loses. 

No, the gameplay has not been 
sacrificed at all for the graphics. As a 
matter of fact, it is already playing 


better than the most recent PC edition of 

514/05 and we haven't even finished the 

control system yet 

UPC: With the previous Sensi titles 

players had enormous control with just 

one button, will this be the same with 

Sensible Soccer 20001 

JH: As I said previously, it's the same as 

514/05, except for some additional 


controls on a separate button but if you 
wish you can ignore button B and play 
it exactly like 5M/05. 

Button A enables you to play identically 
to old Sensi Soccer/SWOS 
Button B allows you to have a burst of 
speed on the ball or to intercept 
the ball when you are off it. These are 
both new J55-inspired additions to the 
control system. This button also allows 
you to pick out a player to pass to from 
set-plays 

UPC: Will Sensible Soccer 2000 have real 
players' names, teams and stats? Is 
there a management option like before? 
JH: The game will have real player/team 
stats for the premier leagues of England, 
Scotland, Italy, France, Germany and 
Spain, plus a smattering of other top 


European clubs and every International 
side in the world 

There is no Management option with 
buying and selling of players etc. but 
there is the best team Coaching option 
available that I have ever seen. 

Management fans may enjoy using a 
large squad of players, who can each be 
individually told to "Hold up the Ball, 
Push Forward, Run Wide, Man to Man 
Mark, Play easy passes wide, hold off 
tackles, take all the left sided corners, 
go up into the box for Freekicks etc." 
Having done this - and if you want, 
having saved off all of your tactics, for 
your entire squad - you can now take 
them through a season, watching as 
many games as you like and modifying 
the tactics accordingly... 

SWOS 2000, which is due out at 
the end of next year, will have a full 
world transfer market Like SWOS plus 
much more depth in the management 


area of the game than SWOS had. 

SWOS 2000 will give the player the 
facility to be player, coach, manager, 
chairman or any combination of the 
four. Sensible Soccer 2000 is for player, 
coach or any combination of the two. 
UPC: What sort of multiplayer options 
is the game going to support? 

Is there a network game, or direct 
modem-to-modem? 

JH: There are no network or machine 
link ups at all at the moment but it may 
possibly ready for SWOS 2000 at the end 
of next year. 

UPC: One of the smartest features 
about the earlier Sensi titles was the 
way you could edit and customise your 
own teams, can you still do this in 
SWOS 20001 


Jon Hare is a firm believer in the ^beautiful 
game' and it shines through in SS2000 







JH: Yes, you can, and there's more 
hairstyles to choose from! 

UPC: So what comes after Sensible 
Soccer 2000 then. Sensible 30001 
JH: Sensible Soccer 2000 will be out Late 
November '97. The Inevitable World Cup 
Edition is due for the World Cup '98 and 
SWOS 2000 will come out around Xmas 
'98. After that, there'll probably be a few 
more updates - and then a well deserved 
after-match shower. ■ 



Despite the numerous screenshots showing close-up 3D action, Sensible Soccer 2000 is played just the way we like, 
from the traditional Sensi viewpoint - overhead and panned out 



Despite being a Norwich fan 
himself, Jon Hare and the 
team at Sensible Software 
used Simon Milton and 
James Holt of Ipswich fame 
for the motion capture 
animation. The result has 
been a fluid and realistic 
movement to each of the 
characters, even if they are 
still a bit small! Oh well, 
that's Norwich fans for you! 
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Ultimate PC rounds up the forthcoming plethora of sports titles. 


w 


ith winter now firmly set in, 

I most reasonable, sane people 
are spending their Saturday afternoons 
Christmas shopping, or sitting all nice 
and snug in their cosy centrally heated 
living rooms. Some brave souls are still 


out there in the cold though - happily 
playing football, rugby, hockey, tennis 
and all sorts of other sports. Whilst we 
admire their conviction and determination 
despite the adverse weather, we're all 
fortunate enough to be able to play any of 


these sports without having to leave our 
PCs. So, whilst they're out there freezing 
various parts of their anatomy, we've kept 
warm by compiling a round-up of all the 
most promising sports titles, due for the 
end of the year. 




Breakaway from NHL with 
Acclaim''s Ice Hockey game 


NHL Breakaway Hockey 98 


XEC 

H SPECS 

PUBLISHER 

ACCLAIM 

DEVELOPER 

ACCLAIM SPORTS 

RELEASE 

DECEMBER 



kay, so ice hockey's not really 
I a sport that's played much in 
this country, but it's slowly increasing in 
popularity - and video games could well 
be playing a part in this. It's not too hard 
to believe, with excellent titles like NHL 
Breakaway Hockey 98 on the cards. 

Licensed by the NHL and NHLPA, NHL 
Breakaway features all of the real players 
and stats from the world's premier ice 
hockey league. With numerous modes of 
play, fast, flowing gameplay and some 



luscious graphics, NHL Breakaway has all 
the trappings of a great title. The only 
downer would seem to be that there's 
no Internet multiplayer options, just a 
Network game. 


NFL Quarterback Club 98 


TEC 

H SPECS 

tUBLISHER 

ACCLAIM 

DEVELOPER 

ACCLAIM SPORTS 

RELEASE 

NOVEMBER 



FL Quarterback Club has been 
I growing in stature every year 
since its inaugural release on the SNES. 
This trend looks set to continue with the 
forthcoming release of the '98 version - 
which has been endorsed by two times 
Superbowl MVP, Brett Favre of the Green 
Bay Packers. 

All 30 NFL teams are represented in 
the game, as are all the real players. NFL 
has the full range of features, including 
exhibition and play-off games as well as 
full seasons, a huge play-book and a range 
of management options. NFL Quarterback 





Club 98 looks set to be one of the more 
complete American Football games due 
on the market. 


Sierra Sports: Ski Racing 


TEC 

H SPECS 

PUBLISHER 

SIERRA 

DEVELOPER 

SIERRA 

" RELEASE 

NOVEMBER 



he success of the arcade classic, 
I Alpine Racer, has opened the 
floodgates to a huge number of different 
winter sports titles, across all the major 
formats. On the PC the downhill charge 
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is being Led by Sierra Sports' Ski Racing. 
As well as a full compliment of multiplayer 
options (Modem, Internet and LAN) Ski 
Racing's strongest selling point has to be 
its courses. Six of the most renowned 
courses from around the world - including 
Val d'Isere, Vail and Aspen - have been 
recreated in painstaking detail, to ensure 
Ski Racing's players can enjoy the most 
realistic experience going. This emphasis 
on realism is further backed up by the use 
of motion captured animation. 



Virtual Pool 2 


TEC 

H SPECS 

PUBLISHED 

INTERPLAY 

^EVEIOFEB 

INTERPLAY 

RELEASE 

DECEMBER 



eportedly designed by expert 
I mathematicians and physicists 
to ensure it plays just Like the real thing. 
Virtual Pool 2 looks well set to sink the 
opposition with a match winning break. 

A major improvement on the original 
(there are over 50 new features) Virtual 
Pool 2 boasts new games, including three, 
six and 10-balL, a new full motion video 
tutorial featuring Legendary player Mike 



Sigel (never heard of him!) and modem 
play for two player match-ups. Plus if, 
for some reason or another, playing with 
a friend seems a trifle dull, there's always 
one of the 128 computer opponents to 
choose from! 



Front Page Sports: 
Football 98 


TEC 

H SPECS 

PUBLISHER 

SIERRA 

DEVELOPER 

SYNERGISTIC SOFTWARE 

■ RELEASE 

NOVEMBER 



Ithough Lacking in the instant 
I gratification of the more arcadey 
American Football titles such as Madden, 
Sierra's FPS: Football Pro series is amongst 
the most realistic and demanding US footy 
titles on the market. The new design team 
at Synergistic Software are keen to ensure 
that the latest version, FPS: Football Pro 
'98, carries on in a similar vein. Its real 
players, 3D modelled stadiums, updateable 
stats, and a play-book the size of War and 
Peace, should combine to make this the 
one for the serious American Football fan. 



Jack Nicklaus Golf 5 


TEC 

H SPECS 

PUBLISHER 

ELECTRONIC ARTS 

DEVELOPER 

ACCOLADE 

RELEASE 

DECEMBER 



he Legendary Jack Nicklaus 
returns to the PC for the fifth 
time in Accolade's latest golf sim. Although 
Jack Nicklaus Golf 5 is similar in many 




ways to previous titles, this Latest edition 
does sport several major new features. 
First up there are five new courses which 
include Hualalai Resort, South Shore, 
Nicklaus North and Mount Juliet. There's 
also a completely new course which has 
been designed using the games in-built 
Course Designer. 

If the courses on offer aren't quite 
challenging enough, players can always 
use this new improved course designer 
to create their own. 

Another major difference seen in Jack 
Nicklaus 5 is the introduction of a mouse 
based swing. Although this feature has 
been designed to increase the realism of 
the playing experience. Accolade have also 
ensured that the traditional 'three-click' 
swing option is in there as well. 

Kick Of! 98 


TEC 

H SPECS 

PUBLISHER 

UBISOFT 

DEVELOPER 

ANCO 

RELEASE 

DECEMBER 



he release of Kick Off 97 was 
I something of a disappointment 
to many computer footie fans, but the 
developers, Anco, will be hoping to do a 
bit better with this new '98 version. 

With a brand new engine, enhanced 
graphics, improved AI and a wide range 
of competitions to choose from. Kick Off 
98 certainly has the makings of a FIFA- 
beater. The real strength of a footy game 
Lies in its gamepLay though and this is 
where Kick Off ‘97 fell over its own laces! 

Anco have endeavoured to improve 
things though, with more moves (lobs, 
volleys, diving headers, etc.) and faster, 
more flowing action. We should have a 
full review of Kick Off 98 next month, so 
we'll let you know then whether they've 
succeeded or not! 
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Madden 98 


TEC 

H SPECS 

PUBUSI^ 

ELECTRONIC ARTS 

DEVELOPER 

EA SPORTS 

REL^ 

DECEMBER 



onsidering his real job is being 
I a TV commentator, Jon Madden 
certainly seems to have done quite well 
for himself. Not only is he reportedly on 
more money than most of the American 




Football players he talks about, he's back 
to spearhead EA Sports' new arcade sim 
for the countless time. 

As with most previous incarnations 
of Madden, this '98 version is more of an 
update on last year's game, rather than 
anything radically new - the philosophy 



being 'if it ain't broke, don't fix it!'. As 
such, the gameplay and general style of 
the game still remain much the same, but 
there has been some noticeable tweaking 
done to both the offensive and defensive 
plays, as well as the animation and the 
AI. As a result, EA are confident that this 
will be the best version of them all... 
until the next one! 


NBA Live 98 


TEC 

H SPECS 


ELECTRONIC ARTS 

DEVELOPER 

EA SPORTS 

RELEASE 

DECEMBER 



I s is now customary, NBA Live 
'98 features all the real teams 
and players from America's NBA league, 
as well as motion captured animation 



and TV-style presentation. As you'd also 
expect, the game easily delivers all the 
slick gameplay you'd associate with a 
basketball sim, with the players able to 
string together numerous passing and 
shooting moves. 



Actua Tennis 


TEC 

H SPECS 

PUBLISHER 

GREMLIN 

DEVELOPER 

GREMLIN 

® RELEASE 

SPRING 98 


W 


I ith both Tim Henman and Greg 
Rusedski proving that British 
tennis is no longer a joke. Gremlin are 
looking to serve a winning Ace of their 
own, with the release of their very first 
tennis sim, Actua Tennis. 

Matches will be played in True 3D 
courts allowing players to watch the action 



from any angle they like, with the option 
to view points again and again through 
the action replay facility. 

Out on the courts themselves, each 
of the game's characters should move 
seamlessly around the court thanks to 
the wonders of Gremlin's motion captured 
animation, whilst up in the commentary 
box, both Barry Davies and Sue Barker will 
be doing their best to add to the game's 
atmosphere. If the other Actua titles are 
any guide, this one should be a winner. 







mm 





Actua Ice Hockey 


TEC 

H SPECS 

Publisher 

GREMLIN 

DEVELOPER 

GREMLIN 

i RELEASE 

SPRING 98 



aving already tied up the official 
I license for the Nagano Winter 
Olympics, Actua Ice Hockey will be the 
only game to feature the full ice hockey 
tournament in its entirety. 
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Using aLL the real players, teams and 
stats of those that qualified (plus those 
for the British team, who unfortunately 
failed to make it again) Actua Ice Hockey 
promises to be the most comprehensive 
ice hockey game available - which will 
surely be a big selling point. 



With the Sheffield Steelers offering 
technical input, as well as providing the 
motion captured animation, this should 
be highly authentic. Throw in the True 3 
graphics engine, which adds faster and 
improved performance, and full commentary, 
and this could be the first game that 
seriously challenges EA's NHL series. 



Matchday III 


TEC 

H SPECS 

PUBLISHER 

OCEAN 

DEVELOPER 

CRANBERRY SOURCE 

1 RELEASE 

NOVEMBER 



aving worked together back in 
I the 80's, Jon Ritman and Ocean 
have joined up once again to form what 
they hope will be another match winning 
team. The original Matchday titles were 
amongst the most successful during their 




time and both Jon and Ocean will be 
hoping Matchday III will see a return to 
these glory days. 



Having seen football games evolve 
radically over the last decade, Jon and 
his development team at Cranberry Source 
are keen to see it return to the old style 
gameplay where passes don't necessarily 
go straight to feet and all shots don't 
automatically head for goal. Instead, these 
skills - like heading, volleying, tackling 
and so on - will have to be learnt and 
developed over time. 



Sporting 24 different national teams 
from across the world, Matchday III will 
offer numerous one player competitions, 
as well as two player matches via either 
a modem-to-modem link-up, or a LAN. 


PFA Soccer Manager 


TEC 

H SPECS 

PUBLISHER 

EIDOS 

DEVELOPER 

KRISALIS 

RELEASE 

NOVEMBER 


m espite the various titles on the 
market, the footy management 
sim genre is dominated by just one title 
- Championship Manager 2. Nothing has 
come close to matching Eidos' superlative 
title during the last couple of years, but 
in PFA Soccer Manager we could be about 
to see the first serious challenge. 

Designed specifically for Windows 95, 
PFA Soccer Manager features a pop-up 




menu system for fast and easy access 
around the game. And it's needed, as 
the game touches on every imaginable 
aspect of managing a football team - 
including player contract negotiations, 
coaching, training, match tactics, player 



fitness, form and much more! With so 
much in the game (and more stats than 
you can dream of) PFA Soccer Manager 
could be the better of Championship 
Manager 2. We'll be finding out for sure 
next month. ■ 
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^ THE STRATEGY GAME UNIQUE TO YOUB OWN PC ^ 


# CHALLENGE AN EVIL PRESENCE IN YOUR OWN PC 


WIN95 



PC USCT 


SAFE 


# COMBINES STRATEGY & ARCADE ACTION IN A FULL 3D ENVIRONMENT _ 

# UNIQUE COMBAT TERRAIN BASED ON YOUR PERSONAL FILE DIRECTORY _ 

# EXPER IENCE YOUR GRAPHIC IMAGES & SOUND FILES AS YOU NAVIGATE THR OUGH YOUR PC 

TELSTAR ELECTRONIC STUDIOS LTD. Jhe Studio, 62-64 Bridge Street, Walton-on-Tlianies, Surrey KT121AP 
Tel: 01932 222232 Fax: 01932 252702 e-mail: tes@telstar.co.uk web site: www.telstar.co.uk 

© 1997 Kidum Multimedia. <t -1997 Telstar Electronic Studios Ltd. 
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i 

MUST SEE 



Hot ^pert 


Awarded to games between 85 and 89%, the Hot Property 
accolade is only given to distinguished titles. British 
Open Golf Championship, Panzer General II and Take No 
Prisoners fall in to this bracket. 



rn 


HI 


A t the end of each review a box-out 

similar to the one shown here will list 
all the information you need to know 
about the game in question. For those interested 
in buying the reviewed game, its publisher and 
developer are listed, along with its price and a 
release date. For those who simply want to know 
more and have access to the Internet, a Web 
address, where you may be able to find 
additional information about the product, is also 
supplied. We then move onto the recommended 
specs needed to play the game - the amount of 
RAM needed and the processor speed is stated, 
along with any special graphics or sound 
requirements. With the number of games which 
need specific graphics accelerator cards 
increasing, this demands attention. After this we 
have the all important comment and score. 

Ultimate PC's reviews are sponsored by Tiny 
Computers. We use Tiny P200 MMX machines, 
equipped with 32 MB RAM, 12X CD ROM Drive and 
4MB video cards for each of our reviews. ■ 


ULTIMATE INFO 


The gameplay is gripping I 
and far more challenging I 
than others, the graphics | 
are gorgeous and the 
network game is, quite 
simply, brilliant 


VERDICT 

90 


OUT OF 100 
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Once players have got through New York level and the trainging stages at Headquarters they can choose to play the 
rest of the game as any one of the three characters. Agent K (ILL. Jones), Agent J (W Smith) and Agent L (L. Fiorentino) 


MlU ith all the other film licence 
- ^ games coming out at the 

moment Gigawatt have faced 
mounting pressure to create a game 
to beat the competition. We had a 
look at Blade Runner last month and 
The Fifth Element is on its way, but 
Men In Black has appeared out of 


nowhere in comparison. In true Men 
In Black style it's been hiding in the 
shadows ready to pop out in a flash 
do its stuff and clear up. This they 
are sure to do. Fans of Resident Evil 
will be surprised that their favourite 
game has been matched. Men In Black 
uses the same third person 


perspective and pre-rendered graphics 
to recreate elements from the film, as 
well as create new environments not 
featured on the silver screen. In this 
sense you are not simply playing 
through the film knowing exactly how 
it ends - in fact the storyline soon 
veers away from the script in the 
film. Initially you start off as Will 
Smith (James Edwards) in New York. 
You do not immediately don the 
anonymous Men In Black suit; just as 
in the film, you have to earn one. 


The cartoon style intro section leads 
you into the game with a bit of 
background. As the young NYC 
detective, players are sent to 
investigate a burglary and you find 
yourself in a bomb threatened 
downtown apartment. All the sounds 
of the city are really cool and make 
the game really cinematic, and it is 
here that you realise how good the 
graphics are - including the 
characters - they do look like who 
they are supposed to! 

This is your chance to get used to 
the hand-to-hand combat and 


The Headquarters based 
in Battery Park NYC is so 
close to the scene in MiB 


All the characters have their own shooting stance. Agent K gives it his best 


NOVEMBER 1997 | ISSUE THREE | ULTIMATE PC 



70 Review 


■'3 



Mr technology, Skip Frales is the main Boss in the game. Housed in a waiker similar to the one in Alien, he's tough 


target that appears on the body of 
your opponent as long as you are 
within range, and not at point blank 
either! This does seem to help to 
conserve your ammunition, as you 
only fire when you have a target. You 
also have to watch out for your 
health. First aid boxes can been 
found about the place and on people 
you have killed, so it is good to 
search. It is really handy to be able 
to cut out of the game at any time to 
boost your health if it is dwindling! 


shooting skills required to get you ammunition displayed, it you wish, 

anywhere in this game. The basic the bottom left hand corner of the 

hand-to-hand combat lets you punch screen. Throughout the game the 

with either hand and kick too. The ammunition is limited; you cannot 

cursor keys let you move around and around as if you are playing Quake 

by pressing 'Alt' you move into and just shoot everything in your 

combat mode where forward is punch path. This makes targeting much 

or kick. You soon get the hang of more important, so no more sprayi 

moving in and out of this mode after bullets over a 90 degree radius. So 

you have played the game for a while. for this you have a type of infrarec 

You can visit the Shooting Gallery 
and try out all the weapons* 


The game is spacious, 
players will often have 
to run to solve puzzles 


There is also another handy key that 
lets you jump around in a circle to 
dodge the attack from your enemy 
similar to being in a boxing ring. 


Shooting though is a different ^ 
matter. Choose your weapon from 1 
to 0, (at the start you only have the 
basics), drop into combat mode and 
fire. You have to be aware of your 


The ex-coroner soon gets into her new role, here seen tooled up with an axe 


we have managed to achieved. I 
think the great obstacle was to 
create a really theatrical, 
immersive environment and also 
have a lot of gameplay. We have 
seen a lot of games with high 
production quality without much 
gameplay and others with a lot of 
gameplay but that were not very 
engaging. Another obstacle with 
this title was the idea that it is 
based on a film licence. In a way 
people have not maybe really paid 
the right amount of attention to 
games based on films. Most movie 
licences have been created by 
marketing folk as an after effect. 
UPC: Were the characters difficult 


film. We wanted people who had 
seen the movie to have more, a 
place for them to go. We wanted it 
to be as much fun as the movie, 
that builds on the universe of the 
movie. We needed to keep it tight 
to the idea of Men In Black, to 
connect it to the characters, 
Intergalactic INS alien affairs on 
Earth and to have all the weapons. 
You come out of the film having a 
great two hours, well we are giving 
you a great thirty hours! 

UPC: What were you biggest 
obstacles against reaching your goal? 
YK: We had to make sure that the 
likeness of the characters was 
strong. Which is something I think 


studio. Their objective is to 
produce products with a rich 
quality and immersive interactive 
experiences. They have been 
contracted to develop high-end 3D 
graphic adventures for the PC, Men 
In Black is the first of their 
ventures and what better 
beginning could they want. We 
spoke to the main force behind 
the company and game to see how 
the game came to light. 


UPC: What was your main concern 
as you developed the game? 

DK: Our main concern was 'make a 
great game'. Then to make a great 
game within the parameters of the 


*** pn In Black was designed and 
directed by the Koenig brothers. 
Gigawatt studios has been around 
for a couple of years now, set up 
initially as a digital production 





to achieve? 

YK: It was really difficult 
actually. Firstly it is difficult 
if you have unlimited rendering 
power. We though have a limited 
amount of polygons we can use, 
limited amount of texture memory 
and a limited amount of animation 
so just on the characters we had 
only about five hundred polygons 
and then the textures are very 
small. We have developed really 
smart methodologies for doing it. 
Alos none of the animation is 
motion-capture, it is all hand 
animated. A lot of man hours went 


into 
that. We 
looked at 
how Will Smith 
moved and tried to 
copy that. Like his gun 
pose with his head tilted down 
and Tommy Lee Jones has this one 
handed tough-guy thing, so we 
looked at the references to really 
make it proper. 

UPC: You obviously began the 
game before there was much you 
could gain from the film, how did 
you manage that? Did you take 


much from the comic? 

DK: I guess we were paying 
homage to the history by doing 
the transitions in a comic book 
style. The story itself of Men In 
Black, even in the movies is kind 
of stylised with comic action 
heroes so just with that narrative 
element it made sense for us to 
create the transitions in that 
flavour. We looked at the comic 
books but we put together 
treatment and script and we 
worked with the producers of the 
movie and talked with Sony to 
make sure the game fits within 
that universe. The actors approved 
their likenesses and they looked 


at the game design and they saw 
the game. I think they really loved 
it, they came out laughing and 
smiling and you can't do better 
than that. 

UPC: How long did it take to 
create the game? 

DK: It was built in twelve months. 
It went through a fairly turbulent 
period at one point. People were 
very sceptical about it because of 
the film licence connection and 
because they weren't sure. We want 
to make great titles that get out 
there. We want to put out titles 
every year. I mean no one really 
knows about this title. You look at 
a lot of titles and people hype 


On Target Far Success 

Once you have completed the first level and 
have met your first alien at the end of level 
stage, you move to the hub of the 
Headquarters based in Battery Park, NYC. From 
here you are introduced to all the remaining 
levels, characters and training. This area is 
probably the most recognisable part from the 
film with a few aliens wandering around 
downstairs and the great white light that 
floods the place. This is where you get 
your first taste of being part of 
Men In Black. You can visit the 
Shooting Gallery and try out all 
the weapons. Here you will be 
tested in a dark 3D gallery 
where aliens pop up from all 
around. Once you complete 










WRAP 
AROUNDS 


No this is not a scene from 
I the game where our heros get 
squashed by an out of control 
spacecraft. It is though the 
wraps for the characters that 
are stretched around the 
wireframes. Gigawatt have 
come up with a unique 
method for doing this which 
takes time and effort to make 
the four photos that make up 
I these fit together properly. 
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The wire-frames for the 
characters use around 500 * 
polygons for the head and 
about as many for the body. 
This isn't a great deal but 
Gigawatt have concentrated 
the majority on the 
prbmenant features such as 
ears, mouth and eyes. The 
basic head shape was adapted 
to make each character as 
recognisable as possible. 


Enter at your own risk Agent J ! 


Mission Impossibly, 

The other two missions take you 
firstly to Cara Del Diablo, a town in 
the Amazon where the villagers have 
been experiencing strange goings on; 
mythical creatures that have been 
eating people in the mines nearby. 
Once you have explored the heavily 
guarded town you get to visit the 
mines and deal with the situation 
personally. The puzzles becoming 
harder and the aliens deadlier. Finally 
you visit the estate of Skip Frales, 
one of the richest men in the world. 
On his island he has been developing 
computers, but you soon find out that 
he has not been working alone. 


bears! All the puzzles are pretty 
logical and there is not the usual 
bunch of different keys where you 
have to rely on trial and error for 
them to work. Here you just get a 
card to swipe. 

It is here where you will need to 
rely on saving the game. This is easy 
to do and you get a screenshot of the 
point you got to which makes it easy 
to know which is which. 


that then you can choose which 
agent you want to use from then on 
Each have their own ways of 
fighting and handling situations. 
You can even play Agent L, the 
former coroner and the first female 
MiB. The Transport Area will lead 
you to your first mission as an MiB. 


Weather Permitting 

At the Arctic Weather Station you 
will encounter your first major 
puzzles and will be required to 
explore the area thoroughly and 
investigate what went wrong with 
the communications system. There 
is all sorts of funny business going 
on here; you soon soon find out 
that there is more to the Arctic 
Circle than penguins and furry polar 


On an island in the Pacific Northwest players will find the mansion of Skip Frales, it's not that easy to get into though 


expect to have different things in 
a game to the point of view of the 
controls that they are used to.. 
UPC: Why did you prefer using the 
third person perspective? 

YK: Part of the third person view 
is that sort of the whole stage is 
viewable to any one shot. You 
really end up more like a director 
in your own little movie. With 
first person games you are always 
in the centre of the screen and in 
the third person game there is a 
real feeling of the stage and as 
the drama happens the camera 
moves into a good position using 
basic movie tricks such as going 
from a micro shot to a macro 


same time we started developing 
so we looked at that. Bioforge but 
then also games like Quake. We 
took things like the ability to 
choose a weapon from 1 to 0 on 
the keyboard. You need to arm 
yourselves quickly, 1 is hand to 
hand, 2 is you standard weapon 
and then the rest are the main 
arsenal. We wanted the interface 
to be as seamless as possible. You 
have about three or four options 
of how you want to do things for 
pretty much everything. This game 
is appealing to people who love 
the action games, puzzle games 
and also graphic adventure games. 
Gamers in each of those categories 


in the life of the Men In Black, the 
movie is just one mission. So it it 
possible to make more missions. 
UPC: I mean you could easily have 
a desert mission? 

YK: In matter of fact we have 
concepts for additional missions. 
We are discussing expansion 
possibilities to add on to the 
universe. But at this point it is 
one thing at a time! 

UPC: What other games influenced 
the gameplay of Men In Black? 

YK: Obviously Resident Evil, Time 
Commando, Alone In The Dark 
series definitely. We studied . 
Resident Evil quite a bit. Time 
Commando came out about the 


them, people are hyping titles that 
will be out two years from now. It 
is a little crazy. Another thing is to 
let your work speak for itself and 
let the consumer speak to you. We 
love third person action adventures 
and we thought this title was 
perfect for that. It allowed for a 
perfect mix of action, exploration 
and puzzle-solving in addition to 
allowing you to take the player to 
five completely unique 
environments. This is not just a 
haunted house. You get to be in 
New York, you get to go to the 
Arctic, an alien lab, the Amazon, I 
mean most of these could be a 
game in itself. The movie is a day 
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DECEMBER 


SOUNDBLASTER 


KEYS AND MOUSE 


Men In Black takes the 
movie idea and creates 
a totally immersive 
environment with 
stacks of gameplay 


Tiny Computers Limited 


Review 


Try out all the weapons 
available in the game when 
you reach the Headquarters. 
You will recognise them from 
the film, you have the Noisy 
Cricket, Series 4 De-Atomizer, 
Pulsar Blaster... 


The graphics all the way through the game are extreemly impressive, check out the lighting effects on these shots! 


Mere Than 
A Sum Of Its Parts 

To sum up this game. I'd have to say 
it's a real thriller. It retains all the 
humour and excitement from the film 
and adds a lot more missions and 
worlds to explore. The graphics are 
absolutely stunning and very 
immersive, making the game even 
more dramatic. User interface is simple 
and soon becomes second nature along 
with combat. The game is a bit of a 
hybrid really. The graphics are good 
enough to compete with point and 
click adventures like Riven but there is 
much more scope and all the combat 
too. The game is also a classic because 


it hasn't relied on gore to make a Raider 2 so you won't find Will Smith 

name for itself or the overtly sexual 'Just Cruisin'. Some people may be a bit 

side found in Tomb Raider 2. The chick disappointed that there are no intro 
in MiB is far more stylish! scenes from the film, but at least you 

Men In Black wins over with its know that they have spent more time 

varied gameplay and some of the best getting the in-game graphics looking 

To sum up this game, I'd have to 
say it's a real thriller , « 

graphics ever put to a game. The only the best. It would have been nice if 

real downside to the game is the fact they had got Will Smith and Tommy Lee 

that there is no multiplayer option at Jones to have done the voice overs but 

the moment, especially as so many that is not a real criticism. Men In 

games are designed for Internet play Black is a stand out game that should 

these days. Also there are no vehicles be experienced more than talked about, 

to drive about in like you have in Tomb so I'll leave you to investigate. David 


ULTIMATE INFO 


It doesn't get much more chilly than the Arctic, but you have more than a cold to catch on this mission so beware! 


shot to shock the players. We play a 
lot of games and when we design a 
game we get into a lot of 
discussions to get it right and it is 
a really open project. 

UPC: I notice that at the moment 
there is no multiplayer option, will 
there ever be one? 

DK: One of the things we would like 
to do is make this into a two player 
network cooperative play so two 
people play a different character. 
One would go in and crack the safe 
while the other shoots the alien. 
Like a Men In Black taskforce. Right 
now this game was designed as a 
single player game, we would like 
to design the next as a multiplayer 


game. A lot of network games are 
head-to-head and there is a really 
unique possibility to create a place 
where two people are playing 
together to go through a world and 
that is fun. 

UPC: What would you like to do next, 
another film licence? 

DK: We'd love to do another film 
licence. There is a lot of really 
strong properties out there and 
really interesting worlds that have 
been created in film. Some of them 
are really well suited to making 
games from and some of them are 
not. You have to make sure you 
don't fall into the trap of just 
recreating the movie. We made a 


conscious decision not to have any 
film clips in the game and to stand 
for itself. We didn't want the pitch 
to be 'You'll see forty minutes of 
full motion video from the film', 
that is not what it's about. It's 
about taking the ideas and making 
something unique for this media. 
So, yes It would be good, it was 
nice to work with the people from 
the film industry and learn from 
them. We have other games we are 
working on at the moment, a 
puzzle game, another graphic 
adventure and a more action 
oriented game. But at the moment 
we are concentrating on completing 
Men In Blackl m 
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Meier's 

Gettysburg 


Recreate the decisive battie of the American civii war in Sid Meier's Gettysburg. 




In 1991 Sid Meier released 
Civilization through 
publishers Spectrum 
Holobyte, later to become 
Microprose. The game was 
an almost instant success 
on the Amiga, Atari and PC 
platforms, and has won 
eleven different awards over 
the past six years. It has 
been followed up by CivNet, 
and internet/LAN 
multiplayer version, and 
Civilization II, with 
enhanced graphics, more 
military units and more 
things to build in your 
cities. The game continues 
to sell well, and is rightly 
regarded as one of the all- 
time classic computer game. 


ince 1982, the name of Sid 
I Meier has been associated 
with some of the finest computer 
games ever made, starting with F-15 
Strike Eagle and Silent Service, and 
continuing with revolutionary strategy 
games such as Railroad Tycoon, and in 
1991 the legendary Civilization, which 
has won about a dozen awards over 
the years. His latest creation is an 


historical wargame based on the 
decisive Battle of Gettysburg during 
the American Civil War. Sid Meier has a 
long-held fascination with this 
turbulent period in his country's 
history, which he says stems from a 
book he received as a child. It 
contained detailed map-like pictures of 
the battlefields, showing the 
disposition of the troops, the terrain 


CIVILIZATIfM 


The texture-mapped 3D battlefield is brought to life with detailed landscape features such as trees and buildings 


in which they were fighting, and the 
famous landmarks of the battle such as 
Cemetery Ridge and Culp's Hill which 
have entered into the pages of history. 
It was these maps which formed the 
inspiration for the new game. While 
the historical context of the war may 
be lost on the majority of Europeans, 
the battle itself is unquestionably one 
of the pivotal moments in history. If 
the Confederate southern states, who 
supported slavery, had won the war, 
the world would be a very different, 
and rather worse place today. 

Easy Stages 

The game recreates the three days of 
the battle in meticulous historical 
detail, but is easy to play and highly 
informative and entertaining as well. 
This is no mean feat, but considering 
the pedigree of the creators, it is 
perhaps not that surprising. They have 
plenty of experience at making the 
complex seem simple. It is a simple 
choice which starts the game: You 
decide whether to play the 


The graphics recreate the period 
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Confederate or Union sides, then 
choose the Level of historical accuracy, 
the difficulty Level, and what sort of 
tactics you wish to use. You can 
choose to play the historically 
accurate version of the battle, or a 
completely fictitious action using the 
troops and terrain of the battle, or a 
mixture of the two, where you can see 
ho the battle might have gone in an 
alternate past. There is also the choice 
to fight the full campaign or a brief 
skirmish, whichever takes your fancy. 
Based upon these decisions, you are 
placed in command of a division of 
troops on the battlefield, but you are 



not thrown right in at the deep end. 
There are several very thorough 
tutorials to guide you through the 
various methods of moving and 
deploying the troops under your 


command, and you have ample 
opportunity to practice before the 
battle commences. I was handed a 
review copy of the game with no 
instruction manual, but with the 
tutorials and the extensive on-line help 


I was able to play and win a game 
within half an hour. If only all the 
games I get for review were that easy 
to play! 

Get up and go 

The battlefield on which the action 
takes place quite Large, encompassing 
a wide area around Gettysburg. During 
the game the area is viewed from 
above at an angle of about forty-five 
degrees, and the viewpoint can be 
rotated through eight points of the 
compass, giving you an all-round view 
of the battle. There are also several 


levels of zoom, ranging from a close- 
up of just a few units filling the 
screen, to a birds-eye view of the 
whole battlefield. The action occurs in 
real-time, which is unusual for this 
type of historical wargame, but 


You can choose to play the historically 
accurate version of the battle 










The icon bar gives you 
plenty of control options 



There are many comprehensive tutorials to guide you through the basics of commanding an army on the battlefield 
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Recreate history or win 
the battle your own way 



control of your forces is very simple, 
so the pace is relatively easy to 
manage. You start a battle with your 
troops already in position near to the 
enemy, and you are given certain 
victory objectives which you must 
achieve to win the engagement. You 
may or may not know where the 
enemy's troops are, depending upon 
the scenario. You then move your 
troops into battle, either by selecting 
them as individual platoons, or as a 
whole battalion by selecting the 
officer in command. Moving units is 
done by simply selecting them and 
then dragging the mouse to where you 
want them to end up. An arrow shows 
you the path they will take. You can 
choose how the troops will move to 
their new positions, and the formation 
they will adopt when they get there. 
The on-screen interface is very clear, 
and there is full help available by 
simply right-clicking on any button 
you are not sure about. 


In the Thick of it 

Once the two armies are sufficiently 
close to each other to begin fighting, 
things begin to speed up somewhat, 
as troops charge or fall back in the 


thick of melee, and one unit begins to 
look pretty much like all the others. 
This stage can get a bit confusing 
from a distance, and it is a good idea 




to zoom in on the area where the 
densest fighting is taking place, and 
use the game speed option to slow 
down the action to a manageable 
pace. This may sound like a flaw, but 


if you think about it, this is an 
accurate simulation of the warfare of 
the period, when battlefield 
communication was all but non¬ 
existent, and officers could only 
effectively command what was in their 
line of sight and within shouting 
distance. With foresight and tactical 
planning, and a bit of luck, you 
should be able to win the first few 
engagements without too much 
trouble. The various stages of the 
battle are deemed to end at a specific 
time, and you have until then to fulfil 
your victory conditions, which are 


The various stages of the battle are 
deemed to end at a specific time 
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usually to hold a particular position if 
you are playing the Union side, or to 
capture it if you are playing the 
Confederates. As you progress through 
the stages of the overall battle, the 

You soon find yourself 

engagements become more complex, 
and a decisive victory harder to 
achieve, but the learning curve is not 
steep, and you soon find yourself 
immersed in the game. 

At the End of the Day 

At the end of each stage, your 
performance is rated by the relative 
numbers of casualties inflicted and 
received, and by the number of 
secondary objectives achieved. You can 
view a plan-view replay of the fighting 



Who wants to join me in marching up 



which has just taken place, then move 
on to the next scenario, or return to 
the main menu if you wish. This is a 
highly addictive game, which is a 
surprise for me, as I don't normally go 

immersed in the game 

for wargames in a big way. This one 
has all the right ingredients though. 
There is an eight-player LAN or internet 
link option, requiring 14.4 baud or 
better modem, so you can compare 
your military prowess with others 
around the office or around the world. 
The game's AI is sufficiently adaptable, 
and the random battle generator 
sufficiently resourceful that you could 
keep playing this game forever, and not 
get bored. And that is the hallmark of 
a truly great game. Cliff 



and down the parade ground, then? 


THE BATTLE OF 


TmiiMHiriTHIfiTBW 

The Battle of Gettysburg, fought over the 
first three days of 3uly 1863, was the 
turning point of the American Civil War. 

The Union Army of the Potomac, under the 
command of General George Gordon Meade, 
numbering 85,000, fought the Confederate 
army, commanded by General Robert E. 

Lee, numbering 75,000. Lee had divided 
his army into three corps, commanded by 
Richard Stoddert Ewell, James Longstreet, 
and Ambrose Powell Hill. The battle began 
on July 1 when an advance brigade from 
Hill's force encountered Union troops 
commanded by Major General John Buford, 
and Major General John Fulton Reynolds. 
They fought until Ewell arrived and forced 
the Union troops back to Culp's Hill and 
Cemetery Ridge, Southeast of Gettysburg. 
The following day. General Meade deployed 
his troops westward from Culp's Hill and 
along Cemetery Ridge to Round Top and 
Little Round Top. Lee arranged his forces 
with Longstreet and Ewell on the flanks 
and Hill in the centre. 

General Lee decided to attack the Union 
positions, but Longstreefs advance was 
delayed until late afternoon, and so the 
Union troops were able to prepare for the 
attack. They held Cemetery Ridge and Little 
Round Top but were driven out of the Peach 
Orchard and Devil's Den. Although Ewell won 
part of Culp's Hill, he was unable to break 
the Union line there or on Cemetery Ridge. 
That night Meade decided not to retreat* and 
early next morning Culp's Hill was stormed 
and retaken from the Confederates. Pickett 
then led a charge on Cemetery Ridge, 
against Union artillery and musket fire. He 
breached Meade's first line of defence, but 
the strain on the Confederates proved too 
great, and Pickett fell back, having lost over 
three-quarters of his force. 

This signalled the end of the battle. On 
the night of July 4, Lee began his retreat 
to Virginia. During the three days of battle, 
the Union army lost 3070 killed, 14,497 
wounded, and 5434 captured or missing. 
The Confederates lost 2592 killed, 12,706 
wounded, and 5150 captured or missing. 

Source: Microsoft Encarta encyclopaedia. 
Copyright (c) 1994 Microsoft Corporation. 
Copyright (c) 1994 Funk & 

Wagnall's Corporation 
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The zoom controls give 
you a tactical overview or 
a close up of the action 
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Fop an adrenaline overdrive of massive 
proportions, jump in the driving seat of 
a McLaren FI, put the pedal to the 
metal, and race! 


Two rear view mirrors can make a difference when you^re in a tight spot 


Nood For 

Spood II 

Special Edition 


elcome to a world of extremely 
I impolite drivers. They cut you 
up, force you off the road, and are 
generally obnoxious to everyone, no 
exceptions. There really is nothing more 
annoying than putting your foot down 
on a lovely long straight to find the 
bloke in front is doing everything he can 
to stop you from getting past. Need For 
Speed USE is a well designed racer for 
serious drivers. Some of the later tracks 
have so many twists and hairpins that it 
can be damn annoying crashing on 
almost every corner. Mind you, that's not 
to say that it isn't great fun and very 
addictive, and some of the crashes are 
unbelievable. The game offers a good 



assortment of useful options including 
difficulty, sound effects, music, detail 
level, controls, and graphics settings. 
There are two levels of difficulty, 
beginner and advanced. The first I found 
almost too easy, having managed a win 
on the first three or four tracks without 
the need for a re-try, I decided to switch 


Who needs 
crash test dummies? 

One factor that really grabbed me by the 
wotsits is the detail involved when 
crashing. Anyone who has ever had the 
unfortunate luck to have rolled a motor, 
(barrel rolled or end over end), will 
experience a serious reality shock when it 


Need for Speed 11 SE is a well 
designed racer for serious drivers 


to the harder setting, which was 
definitely far trickier. To confuse me even 
more, (not a difficult job in itself I'll 
admit!), there are also several playing 
modes to choose from; arcade, this is the 
easiest of them, cars have predictable 
handling characteristics, and is meant for 
pure fun. Simulation however, is meant 
for the more experienced driver and is 
quite a bit harder, with cars fishtailing, 
four wheel lockup's, and all the quirks of 
a real machine. A hell of a challenge, but 
then what's the point otherwise? 


happens in the game. One second you're 
hammering through a twisting tunnel 
section at speeds in excess of one hundred 
and fifty, next the wall looms, the engine 
roars and all you can see is a chaotic 
jumble of images, the last usually being 
out of an upside down windscreen with a 
very fast super car bearing down on you! 
This is without a doubt best experienced 
with the in-car full screen view. What's 
even better, is that with a carefully aimed 
sideswipe or a very hard back-ender, you 
can cause the other drivers to execute 
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The game offers seven challenging tracks: Proving Grounds, Outback, Last Resort, North 
Country, Pacific Spirit, Mediterraneo and Mystic Peaks. Proving Grounds is the easiest (and 
the most boring!) compared to the complexity and breath taking scenery of the Mystic 
Peaks drcuit. 

All the tracks in the game are uniquely different and very challenging, (on the 
advanced setting anyway!) and range from a large oval with bland, high roadside verges 
found on the Proving Grounds, to the demanding, and at the least, unnerving mountain 
passes of Mystic Peaks. 

As with real driving, the player is faced with a multitude of road surfaces: the dusty, 
dirt trails of the Australian Outback; hard packed jungle paths of the Last Resort with its 
dense looming vegetation and dangerous underground section; the torturous, snow-covered 
mountain section of Mystic Peaks; and, just for good measure, obstacles of various sorts 
are liberally strewn around the courses - bails of hay, boxes and all sorts of stuff! 





Night-time courses can 
be a real headache, even 
when there are UFOs! 


some equally awe inspiring and car 
crunching rolls and spills. The courses have 
been design in such a way as to make 
flying an easy option, any speed of over 
one hundred will allow the slightest 
contour to lift you off the ground, only by 
a few inches mind, but it's usually enough 


is certainly great fun to play with for 
a bit. That is the traffic on or off 
option. This does exactly what it 
says, it puts lots of normal everyday 
cars on the road with you: 

Landrovers, VW camper vans, VW 
beetles, and even a Mini. (I think it 


The courses have been design in such a 
way as to make Hying an easy option... 


to result in the loss of control and the 
inevitable coming together of your car and 
something far more solid, say, a wall! 

Crosstown lyafnc 

There is one setting that, even 
though it serves no practical purpose. 


was a Mini, I was going very fast at 
the time!) No super cars are allowed 
at the same time unfortunately 
though. My only gripe would be that 
when travelling at stupidly fast 
speeds, it didn't really convince me of 
such. But after saying that. Need For 




Speed II SE is still a damn good test 
of skill, reactions, and ability, with 
very little to let it down. Excellent 
graphics capabilities, even for slower 
machines, combined with realistic 
sounds and bags of playability make 
this game a winner! Graham 




The in-car views can give the game a real feeling of speed, especially when the worst happens: crashing the thing! 



With a new challenge 
on every course, and 
some very devious 
AI drivers, this game 
looks set to be a big hit! 
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HOTPROPan 


MUSTSQ 


Shadow Warrior 



Ah, grasshopper, what is the sound of one Uzi 
firing? Not as ioud as two. Master Po. 


y name is Lo Wang... yeah, 
okay stop laughing or HI rip 
your face off. Honest, Tm a Ninja me, 
and IVe got a rocket launcher too, and 
some weird spiky things that explode, 
so just you watch it pal, or Til set my 
mate Duke on you, and he'll have you 
for sure... 


- “ 




■/ 

m 
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Seriously though, it's Lo Wang. With 
no 'K'. Lo humour, more like, and that is 
pretty much the theme in Shadow 
Warnor. While you're not blasting the 
minions of evil to gory death, you're 
laughing yourself hoarse at the subtle - 
and not so subtle - jokes splattered all 
over the game. From being stung to 
death by a hornet to being nibbled to 
death by Koi carp. Shadow Warnor is 
painfully funny. Which is just as well, 
since it is really nothing more than the 
Build engine used in Duke Nukem 3D 
stretched a bit and dressed up as Jackie 
Chan. This is not necessarily a bad thing 
though. Being able to play the guitar 



Open up with the twin Uzis and watch those cartridge cases fly! Having a bad haircut is a capital offence 



just like Jimi Hendrix is still a pretty 
impressive feat. There are some really 
nice touches, like for instance, you 
leave bloody footprints if you walk near 
the bodies you have left lying around 
the landscape, some of the pools have 
transparent water which you can swim 
in (but kill the fish first), there is 
dynamic lighting from explosions and 
muzzle flashes, and an assortment of 
destructive vehicles for you to drive 
about and demolish the scenery with. 
Like Duke Nukem, most of the objects in 
the environment can be moved and/or 
destroyed, and you have a huge amount 
of control over your character, such as 
being able to crouch, jump and, of 
course, the vital strafe. 

Kill them all 

The action runs along the usual 
Duke/Doom/Quake lines of 'charge around 
a maze of streets, corridors, rooms, and 
doors, shoot all the baddies with various 
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MATE INFO 

Publisher 

El DOS 

DEVELOPER 

3D REALMS 

PRICE 

£44.99 

RELEASE 

NOVEMBER 

; ■ WEB SHE 

www.shadowwarrior.com 

; PLAYERS 

ONE OR MORE 

MEMORY 

16MB 

Processor 

P90 

GRAPHICS 

VGA 

sound 

SB + 100%C 

i CONTROLS 

KEYS, MOUSE AND STICK 

If you're going to use 
another game's 3D 
engine, you might as 
well pick the best one 
around. Duke Nukem 
pops out for a Chinese 


VERDICT 

85 

OUT OF 100 


winy 

Tiny Computers Limited 


THE BIG COMPUTER SPECIALISTS 


OUAKE 

i)uauiB300xs_, 

There are those who say that the Build 
engine used in Duke Nukem 3D and 
Shadow Warrior is superior to Quake. The 
sprite-based animation in these games 
may not be as technically impressive as 
a polygon based system, but it is the 
humour and smooth playability which 
makes the difference, and the fact that 
nearly everything you see in the game 
can be used in some way which gives 
these older style games their edge. The 
future may be polygons, but there's life 
in the old sprite yet. 


Becoming a Nin|a warrior means learning to use many different weapons, and blowing enemies away with all of them 


The grenade launcher is loads of fun, but grenades bounce. Use it 
in a confined space and you could end up blowing yourself to bits 


big guns, find the key, then do it all over 
again in the next bit' The excuse for all 
this graphic and slightly silly violence is 
that you are a trained ninja warrior with 
cybernetic enhancements, so who's going 
to stop you? Not me that's for sure, but I 
know a man who can. Unfortunately for 
you your 1000 year old ancestor, the 
evil mage Kirin, has risen from the dead 
to terrorise the world with his army of 
fanatical followers. Don't you just hate it 
when that happens? Naturally you have 
to go and kick his arse, or blow it up at 
the very least. 

There are certain objects in the game 
which will give you magical powers, but 
since these are usually of the destructive 
variety you might as well call them 

Hacking people 
isn't big and it isn't 

flamethrowers and be done with it. Not 
that flamethrowers aren't fun to play 
with, mind. The other weapons include 
one or two Uzis, a particularly hazardous 
grenade launcher (watch that bounce!), a 
missile launcher, and an assortment of 
Ninja weapons. You get a ninja-to (big 
sword, OK?), some spiked bombs , your 
ninjitsu bare-handed fighting skills and 
throwing darts which replace shuriken in 
the UK release. 


Some of the magical weapons you find lying about are a little bit gruesome 


And come back alone 

Also included on the disk we were sent 
for review were ten additional free 
shareware titles, mostly from Apogee 
Software, including Terminal Velocity 
from 3D Realms, also there is a DOS- 
playable copy of Duke Nukem 3D, and of 
course the Build editor itself, so 
presumably if you have the time and 

to bits with a sword 
clever 

the skill you can make your own 
Shadow Warrior levels, then invite your 
friends round for a quick slash, if you'll 
pardon the pun. I presume these extras 
will be included on the finished 
product, so you'll certainly get your 
money's worth with this game. 

Since no decent game would be 
complete these days without it, there is 
a of course the capability to play the 
game over a local area network or the 


internet in either team or deathmatch 
mode, so you can give it your best 
ninge and assassinate all your mates. 
Then you will be all alone, and it will 
serve you right for being such a 
horrible person. Hacking people to bits 
with a sword isn't big and it isn't 
clever, and spraying all that lead 
around causes terrible environmental 
pollution. You should go out and get 
yourself a nice fluffy safe little game 
like Sonic or Mario, or just take up 
stamp collecting. Cliff 
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I ith many long evenings spent 
glued to the screen trying 
desperately to get the better of those 
smegging 'ard computer teams, not to 
mention me mates smegging 'ard teams, 
the-chance to get to grips with the new 
and improved M/orms 2 left me in a right 
state. I bet you thought that they just 
couldn't make the best game ever any 
better, but they have - and how they 
t have! Worms now features hi-res 


Watch out, if you pick up this game you will be doomed for months. 



graphics, all new sampled voices and a 
multitude of weird and wonderful 
weapons (if some of them can be called 
weapons that is!). For those that 
haven't played or heard of Worms before 
- what is it like being a Tibetan monk, 
living in a temple in the Himalayan 
mountains, shut off from the world as 
we know it? 

A Can of Worms 

The idea of Worms is to blow up thine 
enemies. That's it. Nothing more. 
Here's what you do; phone up a few 
mates and get them to come round, 
(make sure they bring supplies: beer, 
cigs, and so on), take the pho 
off the hook, lock all the 
doors, then sit around in a 


heap mesmerised by this absorbing 
and wonderfully humourous game. 
Once into the game, you can control 
up to six very cute worms, all of 
which can get bored and fidget, 
twiddle and even take time out to 
have a quick munch! You now have 
several options open to you; blow 
another worm (or worms) to pieces 
with a nifty bit of shooting, and 
watch them reel around, blinking and 
opening and closing their mouths in 
shock and surprise; let loose a little 
old lady to dither about, quite 
aimlessly at times, then explode; you 
could use the pneumatic drill or the 
blowtorch to dig deep and 
hide; you could nominate 
one of your heroes to do a 


possibly years, and as for a cure, Fm afraid there is no known antidote 
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' If you think the selection of weapons in the cape, but can be flown around the screen 


first game was pretty good, then you're 
gonna wet yourself over this lot! As well as 
all the old timers, the list of offensives now 
includes a baseball bat (the worm even puts 
on a baseball cap for this one!) for good up 
close thwacking; a napalm strike, this should 
need no explanation; a mad cow option 
which involves several cows and some large 
explosions, (surprise, surprise!); and a super 
sheep, which not only wears a super hero 


before landing on some unsuspecting (?) 
worm and blowing it to kingdom come. There 
are Ming vases, mortar bombs, parachutes, 
and postal strikes to name but a few. (I have 
to leave something for you to be surprised 
about don't I?) All the weapons are fully 
configurable from the weapons options 
screen, which covers things like the default 
amount of ammo, escape delay and sets the 
damage done by weapons and aates. 







ULTIMATE INFO 


iUBLISHER 

MICROPROSE 

lEVELOPER 

TEAM 17 

PRICE 

£39.99 

RELEASE 

NOVEMBER 

; WEB SIT# 

www.worm2.com 

PLAYERS 

1-6 

MEMORY 

16MB 

PROCESSOR 

P90 

V GRAPHICS 

1MB VIDEO CARD 

SOUN# 

SB + 100%C 

; CONTROLS 

KEYS AND MOUSE 

I believe Worms 2 will out¬ 
sell just about all games 
around. I love it. Bags of 
playability, excellent graphics, 
and a sense of humour that'll 
have you all in stitches! 
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The deviousness of the weapons designer is 
beyond belief - c'mon guys. Postal Strikes? 


kamikaze and waste as many worms as 
they can; or you could just simply 
surrender. (Not recommended mind 
you! Mainly because you'll get laughed 
at by all your mates!) 

Don't worry, there is still hordes of 
other things I haven't mentioned, but 
I'd need a book to put 'em all in, so 
tough! The controls are slightly 
different, but only in as much that 
certain weapons have been remodelled, 
(definitely for the better), and handle 
a little differently to the old ones. 

The Sounds of War 

Worms 2 is a treat to listen to, the 
combination of seriously sharp 
responses and outrageously funny one- 
liners make it wonderfully enjoyable 
even just to watch. 

The result of all this attention to 
detail is that all the worms seem to 
have their own unique personalities, 
with shouts of "Oi! Nutter!" and 
"Reinforcements have arrived!" in their 
own wormish way. If things don't go 
quite' to plan and imminent fatalities 
are on the cards, then our little friends 
mutter things like "Bummer!" or the 
classic battle cry of "Run away!" One 
thing I have been waiting a while for 


now is the ability to increase worms' 
health above a hundred; this can now 
be done very easily by grabbing the 
health bonuses that occasionally 
parachute gently from the sky. To 
change the amount of health in each 
crate is simply a matter of setting a 
slider in the options screen. Easy huh? 
This game will go down in history, 
remembered by generations of worm 
loving players as THE game to have! 
Highly recommended. Graham 


,The backgrounds have all 
been designed from the ground 
up to have maximum effect. There are several 
basic scenarios available: Pirate, Cheese, Medieval, 

Sports, Time, Art, Manhattan, Gulf, and Construction. 

They are then generated from scratch with specific 
artwork to add to the ambience, like the Manhattan level 
has televisions, water mains, and microwave ovens; the 
Cheese level has a feel of moonishness, including strange 
UFOs, weird alien plants, and sci-fi ray guns; and the Time 
scene has, believe it or not, all manner of things to do with 
time. (I think someone had a Roald Dahl thing when they 
designed it!) This really does give you a totally unique 
scene every time you play. 


NOVEMBER 1997 I ISSUE THREE I ULTIMATE PC 



















































84 


Review 



For fast and furious gaming, NHL ^98 is the one to choose. With 
enough atmosphere and adrenaline to please most gamers 




A well playable game, 
with bags of atmosphere 
and some very useable 
features. It also sports 
full multiplayer options 
via a LAN, or the Net. 
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NHL '98 

A serious game for serious gamers, NHL '98m\\ 
definiteiy get the adrenaiine pumping. 


his is a must for all hockey fans. 
NHL '98 from Electronic Arts is a 
fast and furious riot of a game, offering 
several set-ups from hard and fast shoot 
outs, to huge multiplayer league matches. 
Even the intro itself has good visual 
impact, immersing you into the often 
violent world of international professional 
hockey. Whilst on the subject, it's 
interesting to note that, unlike most 
games of this type, the violence option 
can be toggled on and off to suit the 
most hardened sports veterans and the 
peace loving community! 

The set-up screen is intuitive and 
easy to use, and just about everything 
can be configured to most player's 
needs and wants. With a choice of well 
over forty possible teams, all of which 
have individual stats and player listings, 
just choosing and configuring a side to 
use is almost a game in itself. The 
player listings are full of sportsmen we 
all know and love, including 'The Great 


One', Wayne Gretsky - all you Wayne's 
World lovers will of course already know 
this fellow! 

Anyone Hir %nnis? 

The sound is generally very good, with a 
very useful level mixer, allowing you to 
alter commentary, up front sounds, crowd 
roar and the soundtrack to useable levels. 
The intro track is a pounding heavy metal 
number, preferably listened to via an 
awesome hi-fi at an equally awesome 


volume level. As with most commentary, I 
found that after a while of constant 
playing, NHL 'PS's can really start to get 
repetitive and rather annoying, but then it 
is mainly down to personal taste anyhow. 

Game On! 

The graphics are excellent, from the 
FMV sequences in the intro, to the fast 
flowing in-game scenes. Most 
impressive, I think, is the way the 
players seem to have a very realistic 
way of moving on the ice - even 
managing to portray the acceleration 
speed of a real skater. It actually made 
me cringe a couple of times, when team 
members were slammed face first at 
high speed into the arena surround. 
When any team member is sent off, 
their shoulders droop, their faces 
change, turning downcast and they 
start skating slowly, grudgingly, into 
the box for that long wait. You can 
almost see the disappointment in their 
faces as they slump onto the seat. 

Controlling your player really couldn't 
be easier. Like most team based games, 
the nearest available skater to the puck 
has a blue circle around his feet, and if 
this turns brighter, it's time to skate like 
a demon towards the goal, hoping to 
boost your team another triumphant slot 
up the league table. All in all, NHL is a 
consistent, well portrayed game that 
should happily please the most 
demanding of gamers. Graham 




Team selection is a piece of cake, with an intuitive and easy to use interface garnished with all the required options 
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They've ceme, 
we've seen, but 
enly ene can 
conquer! Will it 
be Activision's 
Dark Reign, or 
GT interactive's 
new Total 
AnniMlatloifi 



ommand and Conquer set the 
I real-time strategy genre alight 
and reached a massive audience thanks 
to its superb graphics, action-filled 
levels and ease of play. As a result an 
army of similar titles have subsequently 
been released. 



Most of these have sadly failed to 
capture the simplistic, but compelling 
essence of Command and Conquer, but 
in Dark Reign and Total Annihilation we 
have, at last, two serious challengers. 


C & C Clones? 

Loading both games up, 
neither immediately 
strikes the player as 
being anything 
revolutionary. For all 
the hype and talk, 
initial feelings are 
that both titles are simply C&C, but set 
in a 3D environment. 

As players progress through both 
titles though, it becomes clearer that 
this isn't necessarily the case. Whilst 
neither title is radically different or 
new, both offer new features that help 
take the real-time genre another step 
forward. It's not a mighty step, but a 
sure, confident one all the same. 

Game Options 

In terms of the modes of play, trying to 
differentiate between Dark Reign and 


Total Annihilation is pointless, as both 
games offer much the same mix; single 
player campaigns, individual skirmishes 
and of course the usual full compliment 
of multiplayer options - including 
options for network, Internet and 
direct modem-to-modem play. 
Both games can also boast 
dozens of different units - a 
lot more than in Command 
and Conquer - and, unlike in C&C, they're 
more finely balanced so that each one 
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Total Annihilation's gameplay is complimented by some superb cut-scenes 






































3D terrain, real line-of-sight and interactive terrain make Dark Reign a classy title and one not to be missed 


has its own strength and weaknesses. In 
C&C, for example, the infantry were next 
to useless and had no real strengths to 
speak of, but in these two new real-time 
titles, each unit has some use. 

Players also have much greater control 
over these units, thanks to the improved 
command options that allow players to 
be more specific in orders they give out. 
For example, in Total Annihilation players 
can control whether each unit will return 
fire, hold fire, or fire at will and whether 
it manoeuvres until it meets the enemy, 
remains in the same position, or hunts 
down the nearest enemy. Such levels of 
command take the real-time genre to a 
much higher strategic level. 

Improved AI 

One of the disappointing things about 
C&C was the AI. Although Red Alert saw a 
number of improvements, the AI in both 
Westwood games was poor. The computer 
never amounted to much as an aggressor 
and once players had established a base 




it was difficult for them to lose. In both 
Dork Reign and Total Annihilation a much 
improved AI is evident. As players 
progress through the single player 
missions they become increasingly 
difficult and will put player's 
skills to the test. 

The main thing that 
stands Dark Reign and 
Total Annihilation apart 
from C&C and all the other clones 
of it, is the 3D terrain. With maps 
littered with trees, hills, valleys 
and rivers, players can make real 
advantage of the terrain standing 
around them, either offensively or 
defensively. Total Annihilation's 3D 
terrain actually works best, having a 
pretty dramatic effect on the strategies 
and tactics players have to employ. For 
instance, high ground can be used to 
extend units' firing range, whilst hills 
and trees are ideal for concealing troops. 
Dork Reign's 3D environment also has 
similar effects, although not to the same 
effect as that seen in Total Annihilation. 


Graphically, with superbly animated 
units, impressive 3D maps and some 
excellent special effects (especially the 
explosions) Total Annihilation just about 
manages to overshadow Dark Reign, but 
this is certainly not to say that Activision's 
offering doesn't look breath-taking itself! 

The Winner? 

Overall, Total Annihilation, with more 
units and better and more purposeful 3D 
terrain comes across as the better title, 
but Dork Reign is not without its merits, 
not least its customisation options, 
which allow players to play the game 
exactly how they want. Both 
titles are an improvement 
on C&C: Red Alert and both 
will pave the way for some 
stunning new real-time titles in 
the future. They're not the new 
revolutionary products we were 
hoping for, but they push the 
genre along nicely and are 
well worth purchasing. 3on 
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A competent and 
attractive real-time 
strategy title that 
surpasses C&C, but falls 
just short of the standard 
set by Total Annihilation 
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Who will take control of the 
Earth? 7th Legion or the 
Chosen, returned in glory! 


7th Legion 


If you thought there was a worrying amount of C&C clones invading the market, then you'd he 
right. The game is getting old now, so will 7th Legion fu'ove to he the successor to the throne? 



The bottom bar on the 
screen is full of cool 
buildings to help you 
build up your might. 
Walls, factories and your 
base - all ready to build 



he list is getting Longer by the 
I month: Dune Z, Command & 
Conquer, Dark Colony.., There are so 
many games these days with basically 
the same idea that it's not surprising 
that the theme is becoming watered 
down somewhat. So, when we find 
another lookalike on our doorstep, it's 
hard to muster up sufficient enthusiasm 
for it. Even though this type of 
futuristic strategy wargame is so 
popular - and will continue to be so for 


some time - new titles are bound to be 
heavily criticised for being unoriginal 
and lacking in new elements. So how 
does 7th Legion fare? 

With the big build-up supplied by the 
intro, complete with stirring narration, 
climactic soundtrack and apocalyptic 
visuals, it starts well. However, from 
then on in things fail to impress. 

The story had a lot of potential but the 
game fails to support it, as if it has been 
bolted on afterwards as a grasp at 
originality. Apparently, centuries ago 
(probably about now, by our time) the 
Earth's ecosystem was on the brink of 
collapse due to over population and 
scarcity. The world's governments decide to 
set up a Planetary Evacuation Program 
(P.E.P) which selects the privileged and 
most worthy inhabitants to populate off- 
world colonies. Leaving billions behind to 
perish. Hundred of years later the Earth has 
begun to heal and the few remaining 
people on the planet have formed into 
seven legions. The events of the time of the 
P.E.P are now shrouded in mystery - but 
they know when The Chosen will return. 

Mission Accomplished? 

It would have been good if the game had 
incorporated more action based around 


this return -maybe a mission or two of 
air to ground attack, showing the 
invasion and return of The Chosen and 
the defence shown by the 7th Legion. 
Instead you begin the game as either 
The Chosen or the 7th Legion, both of 
whom are in pretty much the same 
situation. To be honest both armies look 
the same really. You would have thought 
that hundreds of years of separation - 
and the lack of technical support on 
Earth - would mean that the Legions 
would be at a disadvantage, having had 
to construct ropy old machines out of 
anything they could find. This doesn't 
seem to be the case though and the only 
variety between the two sides comes 
from their units. In these the tanks and 
the assault chassis vary slightly: the 7th 
Legion have more traditional looking 
tanks and lack the spider design assault 
chassis of the opposition. 

Hit The Deck 

Having said all that, 7th Legion does 
incorporate a unique and radically 
enhancing feature: the use of Battle 
Cards, and a full pack of them too. This 
is obviously where the developers have 
spent the most time. There are fifty two 
of them for you to get your head 
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around, each with its own capabilities: 
some can be placed on your own troops 
to give them extra powers, others can be 
cast upon your enemy to cause them 
some serious damage. The stranger cards 
can cause all manner of weird things to 
occur, such as moving trees attacking 
your base, troops disappearing and 
buildings having electrical faults. These 
cards really help, and unless you know 
what each one is capable of, you're done 
for - at least when playing the 
computer. Luckily they're simple to use - 
you just have to pick the card from the 
strip at the top of the page and drag it 
onto the character you wish to affect. 

Money Grows On 'h'ees 

7th Legion's graphics are alright - 
although not that different from 
Command & Conquer - with risen areas in 
the landscape that you have to navigate 
around and a few indoor missions that 
give the proceedings some spice. The 
animations are quite smooth, though 


nowhere near as good as those in Age of 
Empires, and the characters (especially 
the soldiers) are a bit too small. The 
game employs the same method of 
visibility as C&C, using a dark fog which 
ebbs away as soldiers move about. 

Throughout the map there are 
power-ups to collect which give double 
speed, stealth and promotion. Most of 
the rest of gameplay is also very 
familiar: build your headquarters from 
your Mobile Base Unit and then 
construct power plants (though I don't 
know where they get the energy, i.e. no 
Tiberium) and then your barracks. Once 
this is built you can increase your 
troops - but it all costs money. You 
have a budget at the beginning of the 
game and there are three ways to 
increase the amount of money you 
have: firstly you get a budget from your 
superiors; secondly one of the cards will 
let you steal the opposition's cash, and 
thirdly you get money from kills. It's all 
a bit random really, so you have to 


conserve cash all the time - there's no 
chance to mine for funds, like Petra-7 
in Dark Colony. 

Hangars On 

Later in the missions you will be able to 
build a vehicle factory and robot 
hangars to build some of the more 
powerful vehicles. The combat is quite 
realistic and the movement of units 
quite simple (the same old 'drag the 
mouse to create a box around units' 
technique). Everything flows quite 
nicely, and as usual the best way to 
defeat your enemy is to make as many 
units as you can and try to overwhelm 
them in one strike. 

As I mentioned earlier, the Battle 
Cards are what give 7th Legion an 
element of originality and make the 
game fun to play. You can place less 
responsibility on your troops when you 
know you can help them out with a God 
Hammer card by destroying everything 
in their path! David 


Your vehicles and assault chassis are probably the most important part of your army. Each has 
their own capabilities and specialties but both armies have a few vehicles in common such as 

light, medium and long-range tanks of some sort, so 
neither army is at much of a disadvantage. However the 
Chosen also have a couple of beasts under their 
command: the Venom Typhoon and the Pyroclast are 
assault chassis that have been designed like spiders, 
which makes them easy to navigate over rough terrain. 
The Pyroclast is the better of the two, equipped to fire 







devastating long range lasers and a lethal short range flame thrower. Both armies also benefit 
from a range of traditional mechs, with all manner of long and close-range weapons mounted. 
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Just when you thought things couldn't possibly 
get any worse, look who steps out of the mist 


Cosmic powers batde to control the world of 
mortals in this sequel from Westwood Studios 



The genre of fantasy 
I adventure is perhaps the 
oldest form of computer game, and has 
undergone many changes over the 
years. Starting from simple text-only 
games on old 286 machines, and 
proceeding through the evolution of 
such classic games as Wizardry and 
Dungeon Master, we arrive at the 
present day world of real-time 3D 
environments running on 200mhz 
Pentium processors and specialised 
graphics cards. The sophistication of 
this technology makes almost anything 
you can imagine possible, so naturally 
the fantasy adventure game has evolved 
to fit its environment. Lands of Lore II: 
Guardians of Destiny is the latest game 
in this genre from Westwood Studios, a 
company well known for their 
_ innovative use of 3D 

rendering; for example, 
in the new BLade 


Runner game which we previewed in the 
last issue. 

Internal Dialogue 

Lands of Lore is a first-person perspective 
real-time rendered game, and this type of 


all of this type. Unlike shoot-'em-ups such 
as Quake and Duke Nukem, the emphasis 
is less on combat and more on plot. In a 
storyline which continues on from Lands 
of Lore I, you play the part of Luther, son 
of the evil witch Scotia who was killed at 


The sophistication of this technology 
makes almost anything possible 


presentation is ideal for the dungeon- 
delving exploration which forms the 
backbone of most fantasy adventure 
games. The latest games such as 
Deathtrap Dungeon and Wizardry VIII are 


the end of the first adventure. Luther is 
afflicted with a curse of shapeshifting, 
and has been imprisoned in Gladstone 
dungeon by those who wish to learn the 
magic of his curse. He escapes, and goes 
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With a disturbing mixture of beauty and brutality. Lands of Lore II is certain to draw you into its complex universe 



in search of the ancient god DraracLe. It is 
at this point that the action of the game 
starts. The narrative flow of the storyline 
is maintained by small clips of full motion 
video featuring live actors which are cut 
in at various points, but these are done in 
such a way that they do not interrupt the 
flow of the game; in fact they are vital to 
the plot. And there is a lot of plot in this 
game. It comes on four CD-ROMs, 
including three hours of FMV footage, and 
is claimed to take over one hundred hours 
to complete. 


Are You Experienced? 

Luther starts the game weaponless and 
with only two spells, a Spark which can 
ignite torches and electrocute people, 
and a Heal which, 
surprisingly 
enough, heals 
you. His only major 
ability is his shape 
changing curse. At 
certain times Luther 
will change into either 
a tiny lizard or a huge and 
powerful beast. At first you 
have no control over where 
and when these 


transformations occur, but each has their 
own advantages. By overcoming enemies 
and using spells you accumulate 
experience points and increase your 
abilities, and eventually you will be able 
to control your shapeshifting. The 
experience points system is designed to 


which is accessed from the very user- 
friendly interface panel in the bottom 
right corner of the screen. This consists 
of three buttons which open your spell 
book and inventory, two buttons for 
activating combat and spell casting, and 
an animated portrait of Luther, which 


Eventually you will be able 
to control your shapeshifting 


reacts to injuries and fills up with water 
if you fall in a river and drown. This 
brings me to one of my few niggles with 
the game. Luther cannot swim, and 
falling into any water more than a few 
feet deep means certain death within a 
few seconds. While this does make 
fighting on narrow bridges more tense 
and exciting, it is frankly a bit of a pain 
in the bum. 

And Now the Weather 

The game is supposed to run on a 
minimum specification of a 75mhz 
Pentium, with a 90mhz recommended. I 
tried it out first on my P200 with a 3DFX 
VooDoo card and it was silky smooth, with 
beautiful dynamic lighting effects and 
fluid animations. However, when I tried it 
on a P120 with no 3D card I found it to 
be so slow and jerky that combat was all 
but impossible and just moving about 
soon became extremely tiresome. This is 
not really that surprising, as most of the 
current crop of real-time 3D games are 
designed to be used with such a card, and 
if you like this sort of game you really 
ought to think about getting one. If you 
have, and you like a good adventure, then 
this is the game for you. Cliff 


reward clever play. If you favour weapons 
in a fight you will gain skill as a warrior, 
but if you use spells more often then you 
will become a more powerful wizard. 


Water Wings 

You will also pick up items to help you 
along your 
way, such 
as weapons 
and armour, 
and magical 
items to heal 
your wounds or 
increase your 
spell-casting 
powers. These items 
are stored in the 
character's inventory. 



There is an impressive display of talent and imagination on the four CD-ROMS that make up Lands of Lore II 





On a high-spec 
machine this is a very 
impressive looking 
game, and has a lot of 
long term playability 
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Imperialism 

You've Civilized Vue known world, now can you conquer it? 



MUST BUY 



Trade with rival nations in. order to raise money for funding 
your army and providing new facilities for your empire 



Lumber 


Spring, 1829 


$862 




et in one of the most 
I turbulent centuries of human 
history, the hundred years between 
1815 and 1915, Impenalism tests your 
skill as an empire builder on an epic 
scale. Through a turn-based economic, 
military and diplomatic simulator you 
battle it out with six other major 
nations and 16 smaller countries for 
global domination. 

Similar in many ways to 
Civilization, you manage the resources, 
economics, trade, diplomatic relations 
and military exploits of your country 
with the aim of becoming the leading 




empire. Choices to be made in the 
pursuit of this goal include: where to 
put farmers and builders; what to buy 
and sell, to who and at what prices; 
where to focus manufacturing 
facilities; where to build ports and 
depots to maximise your resources; 
and who to trade with or attack. 

The elements are controlled via a 
map around which your units can be 
moved and a series of screens through 
which you can direct your empire to a 



in the wrong place for example, and 
youTl miss out on valuable ore deposits 
so preventing the building of improved 
living conditions for your population, in 
turn putting people off from migrating 
to you, which then reduces further 
farming, mining and military options. 
There are few other games where the 
depth of play is so deep! 

Naturally, keeping track of so much 
detail is daunting. But help is on hand 
in the form of advisors who caution. 


There are few other games where 
the depth of play is so deep! 


staggering depth. This includes when, 
how much and at what price individual 
goods should be traded and what your 
factories are producing with them. 

The positioning of units, be it a 
farmer, engineer, miner or military unit 
is paramount to your success, but 
intricately interwoven with the other 
elements to make success, and even 
survival, more than challenging and 
play thoroughly engrossing. Put a miner 


warn, suggest and even run much of the 
finicky detail, leaving you to concentrate 
on the important decisions and 
determine the move-to-move success or 
failure of your country. 

At the heart of Imperialism however 
is a game of epic empire building and 
once you've got your economy rolling, 
and mastered keeping it there, you'll 
want to expand. 

There are six other world powers and 
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As if trying to rule the world isn't hard 
enough. Imperialism has another trick in 
store: the arms race. 

Imperialism takes place during the 
Industrial Revolution, and as the game 
years tick by the real-life developments 
of this period become available. Farm 
workers, for example, start off with 
simple farm tools but quickly progress to 
farm machinery while military units 
develop from single shot rifles to tanks 
and machine guns. 

Managing the balance of investing in 
the latest technology and realising the 
gains it brings (on and off the 
battlefield) against the huge cost of 
doing so is one of the keys to the game. 


16 Lesser nations that you can trade, 
influence and hopefully take over. 


It's War! 

The most favoured to route to global 
dominance is Likely to bit a of sabre 
rattling: establishing a military force to 
rival the Third Reich and laying into the 


Imperiatism is in a class of its own, it 
stomps on Civilization from a great 
height indeed. 

Not only can you overtly try to bribe 
your neighbours with grants and 
trading agreements but you also need 
to consider that every interaction with 
other countries (including with who and 
what you trade) impacts future 
relations and thus your success or 
otherwise. The AI controlling the other 
states is very complex and cunning - 
you're often left wondering just how far 
in advance the other major players have 
been planning a move! 

So what's the score? 

Imperialism is one of those games; you 
know, the type you hate to play 
because they ruin your life but can't be 
resisted. Sit down for a spell of global 
domination in the early evening and 
before you can rub your eyes it's 4am 1 

It's not perfect however. It takes a 
while to get in to it and understand 
how everything works and mid-game 
play can be dull and a little repetitive 


If you're a closet tyrant, C&C is 
probably a better bet... 


competition. Get it right and it's a 
quick route to power. However, to build 
up sufficient military force you first 
need to get your economy in relative 
order. Another problem is that reckless 
warmongering can Land you betwixt a 
rock and very hard place. On more than 
one occasion I went after a harmless 
Looking province only to find it had 
alliances up to its armpits and I was 
suddenly slugging it out with numerous 
other states. 

Sadly, Imperialism's warfare 
mechanism is a bit weak as a means to 
exercise your tactical skills. It's very 
much a case of building a sufficiently 
large force of Land and naval units and 
attacking or defending. If you fail, go 
away rebuild and try again. If you're a 
closet tyrant, C&C is probably a better 
bet, but otherwise it should satiate any 
aggressive tendencies you harbour. 

The preferred route to world power 
is through the shifty world of 
diplomacy and commercial savvy; 
buying, bribing and otherwise cajoling 
other nations into your cause. Here 



as you build your economy without any 
immediate threat. It's also crying out 
for way of quickly finding individual 
units and monitoring their progress. 
When you've got a large area of Land 
under your control keeping track of 
every unit is difficult. The same 
applies to naval units, it's often not 
obvious what a ship is up to or even 
where it is. 

As a result of these blemishes it's 
not the best of the breed, but if you're 
a connoisseur of strategy games or 
fancy yourself as a would-be world 
Leader you'll enjoy it nevertheless. Andy 
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Resolving combat can be left to the computer, or players can take charge of the real-time battles themselves 


PROSPECT 

SUKYIYE 

The key to Imperialism is 
getting the most from the 
natural resources of your 
country. Where you put your 
farmers, engineers and 
miners determines how much 
food and material you can 
extract from the land and 
thus how much money and 
further material you can buy. 

The prospector units 
help you to identify which 
hills and mountains have 
valuable raw material under 
them and are worth mining. 
They can also be used to 
investigate mountains of 
other states as a means of 
evaluating their potential 
worth as a possible target. 



An impressively 
detailed empire 
building game 
with a rich, 
cunningly interwoven, 
depth of play 
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Prelude to 


Talonsoft and Empire Interactive have 
teamed up once more for the last in the 
Battleground sems, Prelude to Waterloo. 


Waterloo 





mmf3 


L} Prelude to Waterloo 
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s with SSI's General series, 

I TaLonsoft's Battleground games 
helped to take the wargame genre to a 
much wider audience and they have 
rightly become one of the most 
successful games brands around. The 
series is being brought to a close 
though with the release of Prelude to 
Waterloo. With Talonsoft now working 
on their Campaign series (the first of 
which. Eastern Front, will be out 
shortly), the time has finally come, as 
in all things, for the Battleground 
games to meet their own Waterloo! 


Not Ibnight... 

Prelude to Waterloo is set on the 16th 
June 1815, the day preceding the 
famous showdown between the French, 
the British and the Prussians. With the 
British and Prussian armies divided, 
Napoleon opened up battle on two 
fronts to try and drive the Allied 
armies even further apart. At Ligny, 
Napoleon locked horns with Blucher 
and his Prussian army, whilst at Quatre 
Bras, roughly thirty miles away, 
Napoleon's Marshall Ney met with 
Wellington. The results of these two 
battles were to shape the events of the 




he was never to find out, but players of 
Prelude to Waterloo can do just that. 

More Scenarios 

After being guided through the 
installation, players are met by a 
simple options screen from where any 
of the game's 23 different scenarios 
can be selected. There's a real, and 
commendable diversity to these 
scenarios which range anywhere from 
small skirmishes with just a handful of 
units, through to massive engagements 
which feature a whole army of units 
and a cast of thousands. 



Prelude to Waterloo is another solid 
addition to the Battleground series 


next day and hence, the rest of history. 
As it was, the battles of Quatre Bras 
and Ligny were something of a disaster 
for Napoleon. Incompetence by 
Marshall Ney meant that despite 
Napoleon's defeat of Blucher's army, 
the British were able to hold their 
ground and two days later well, we all 
know what happened at Waterloo. 

During his days in exile on the tiny 
island of St Flelena, Napoleon must have 
often smarted over the indecisiveness of 
Marshall Ney and wondered just what 
would have happened had he managed to 
take Quatre Bras. Unfortunately for him 


Having selected one of the 
scenarios it's off to the battlefield 
where the real action begins. If you're 
unfamiliar with the Battleground titles, 
the gameplay is turn-based and the 
games are set within a hex-based 
environment. In Prelude to Waterloo 
each of these hexes represents roughly 
100 meters and each turn represents 
about fifteen minutes of real time. 

Each scenario basically requires players 
to either capture, or defend certain 
locations, or objectives within a 
predefined number of turns. Each 
objective is worth a number of victory 
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The French storm the Prussians 


points and at the end of each scenario 
the total for each side is added up to 
produce a winner. 

To help simplify the gameplay and 
to encompass all aspects of Napoleonic 
warfare, each turn in Prelude to 
Waterloo is split in to numerous 
phases. Players start off by being able 
to move each of their units. Then, the 
opposition - be it computer, or human 
controlled - gets a defensive fire 
phase. After this it's the offensive fire 
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French Lancers try to pierce the determined British square to no avail 


phase, followed in turn by the Cavalry 
charge and Melee phases. It all seems a 
little daunting at first but thankfully 
the icon-driven controls make getting 
around the game fairly straightforward. 
Mastering the tactics and strategies of 
the Napoleonic age is another matter 
though and this game is certainly not 
for those who don't have an idea as to 
how warfare in this time worked. As an 
example, each unit can be changed in 
to several different formations, each of 
which has an effect on it's combat 
performance. Although the manual 
briefly explains the strengths and 
weaknesses of each formation, those 
who don't know why it's best not to 
send infantry against cavalry in a line 
formation are in for a hard time. Those 


who do know, on the other hand, will 
be able to prove it to those more 
ignorant thanks to the games 
multiplayer options. Players from all 
over the globe can take each other on 
through a direct modem-to-modem link 
up, or via play-by-email. 

Prelude to Waterloo features the 
traditional battleground 2D and 3D 
views. Although the 2D views offer a 
clearer view of the battlefield, the 3D 
views with their intricately detailed 
units and landscapes are a far more 
eye-catching way to play the game. 

The War is Over! 

Prelude to Waterloo is another solid 
addition to the Battleground series and 
if you haven't already got one of the 


The battles of Quatre Bras and Ligny were 
something of a disaster for Napoleon... 



previous incarnations and you're keen 
to get stuck in to something as 
challenging as this, then it comes 
heartily recommended. If, on the other 
hand, you already own the other titles 
in the series, especially Waterloo, then 
it's fair to say that apart from the new 
scenarios this game is much the same 
really. Still, if you liked the previous 
games and are keen for some new 
scenarios to test your military skills 
then the 23 in Prelude to Waterloo will 
certainly do that. 

The only criticism (actually it's 
more of a suggestion) that I'd make 
about the game is that, as the last in 
the Battleground series, it would have 
been nice if Talonsoft had thrown in a 
scenario editor with the game. Then 
the games many fans could have 
designed and created their own battles 
for playing over the Net. 3on 


Keview 
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Although there's nothing 
really new about it. 
Prelude to Waterloo 
is nevertheless an 
impressive and detailed 
Napoleonic wargame 
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Make sure you don't get caught in a fireball, they can be devastating 


Postal 

A riot Of blood, screaming, death and human 
fireballs. This is a seriously violent game for 
those with a need to revel in bloodlusti 





or those who are unaware, the 
I word 'Postal' is an American 
nickname describing someone who has 
flipped out in a very big way. I believe 
the basic concept of this game is that 
our hero (hero?), is an ex-government 
assassin who wants out. But as usual he 
knows too much and must be silenced at 
any cost! Well, considering this game 
boasts numerous stunning and wonderful 
features. I'm afraid I've still yet to find 
them. First off, the game's introduction 
is no more than a vague health warning. 
What sort of health threat they are 
warning of I don't know, but I think it's 
got something to do with boredom... 


Action Stations! 

The game itself is fast and full of action, 
with explosions, fireballs, and the 
screams of the dying thrown in for good 
measure. The background graphics are 
hand drawn, something which I like 



The hand drawn artwork definitely gives a false impression of the level of senseless violence necessary 



because it gives the game a certain 
originality. The game does have its 
moments though, on somebody getting 
themselves shot, they aren't content just 
to lay down and die. Nope, they have to 
moan and writhe, and generally make a 
big fuss over a tiny little flesh wound. If 
you're really careful, you can attract lots 
of baddies into one place by ducking 
behind say, a car, then watch 'em blow 
each other to pieces with grenades, 
missiles, and automatic weapons. On one 
particular level the scenario is set in a 
small town somewhere in Arizona. 

Imagine the scene, the sun is shining, 
the streets are alive with people out 
enjoying a stroll, the sidewalk lined with 
on-lookers. Carefully edge your way 
towards the innocent civilians, then 
chuck everything you've got and watch 
them run around waving their 
instruments! Sad isn't it? 
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Here^s a very useful clue: 
Kill everything that moves!! 


A Prayer for the Dying 

One thing has to be said about this game, 
it is ultra realistic in the way people die. 

They can be seen writhing in their death 
throes, pouring with blood. If they don't 
die straight away, then they will worm 
along, desperately clawing at the ground, 
trying to pull themselves somewhere. 

Along with the convulsions of death, the 

What it boils down to is that Postal is an 

average 2D scrolling shoot-^em-up 




The bad dudes in this game are many 
and plentiful, with enough firepower to 
take out several large towns - possibly 
even a small dty! Considering the 
detail which has been put into the 
background artwork, the cartoon-like 
animation of the enemy hostiles is. I'm 
afraid, less than perfect. Most of the 
time the only way to tell what they are 
carrying is to wait and see if they 
shoot at you with it! This isn't a 
problem early on because there isn't 
much of the population on the level, 
and as all of the scenarios are set in 
populated areas, some of the later 
levels can prove to be difficult. I don't 
believe that any points are taken away 
for wasting dvilians. But then again. 
I'm not sure if there is any points (or 
point!) in the game at all. There are 
three types of bad boys; blue blobs, 
which only tend to wield small arms 
(and even smaller brains!) I think they 
are meant to be policemen(?); brown 
blobs, these are slightly better armed 
with machine guns and sometimes 
grenades, but with equally non¬ 
functioning grey matter; and light 
brown blobs - watch out, these guys 
are really dangerous, armed with the 
smallest brains of the lot, they stand 
around tracking your every movement, 
waiting to take you out with a missile 
or a grenade. Even if you run right up 
to them, they will still fire, sealing 
their own fate as well as yours. 


BRAINLESS 

VIOLENCE^ 


bloody, near corpses beg for mercy, or 
more often than not plead to be killed 
swiftly with the phrase 'Kill me now!' 
Which I'm afraid can get rather tedious 
once you've heard it a few times. For more 


visual impact, the missiles and grenades 
go up really well, especially when there 
are people involved, as they turn into 
human fireballs, running around screaming 
and setting fire to other people in the 
process. Postal is a game for violence 
lovers only, there are no puzzles, and 
nothing else to do but kill people. What it 
boils down to is that Postal is an average 
3D scrolling shoot-'em-up. What more is 
there to say? Graham 



r.HDPPF.n TD PF.RFF.riTiniVl? 


rU say one thing for the game, it has a very use, just requiring the player to aim and the grenades that is!) - the other, as I have 

good selection of offensive weaponry to fire. The missile launcher is probably the already said, is to help take out baddies 

choose from. Even the default machine gun most effective of your arsenal, which works with their explosive qualities, 

is quite capable of turning a human body best at long range, and if there are some Depending on what sort of player you are, 

into chopped tomatoes at most ranges. The barrels around your target then all the your ammo will not usually last for very 

other weapons include a shotgun, a spray better, because those things don't half blow long, (except in the case of the default 

cannon, grenades, a missile launcher, heat- up dramatically. Barrels can be useful for machine gun which has an infinite 
seeker missiles, molotov cocktails, napalm, several reasons, one is for cover - for some ammunition supply). This is easily solved 

a flamethrower, and a selection of different reason, the enemy's bullets don't tend to by finding the bonus items and running 

mines. Most of them are straightforward to affect them, (except for the missiles and into them. 
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upgrades over the Internet. Since there 
are still many PC owners out there who 
have yet to get online and there are 
probably plenty who are looking for a 
First World War flight simulator. Empire 
have obviously decided that there is a 
market for an upgraded edition of their 
game. The original game is certainly one 
of the better flight simulators available 
and is by far the best in a First World 
War setting. 

Fiying Corps is by no means the first 
flight simulator created by the 
developers, Rowan Software who have 
been producing games since 1985. As 
with all flight simulators on the PC, the 
level of accuracy of both the flight 


Review 


Flying 


Corps 


One 

this 


of the finest First Worid War fiight sims returns, 
time with Goid at the end of it. Have Rowan 


this Gold Edition has a significantly 
large enough number of improvements 
to justify its existence. 

Onwards and Upwards! 

Unlike so many other games that, once 
on the shelves, are left to their own 
devices. Rowan have continued to 
develop Flying Corps, releasing various 


finaiiy reached the end of the rainbow? 




View the action from inside, 
or outside the cockpit 


henever a game comes out 
I with the word Gold at the end 
of it, past experience suggests that 
several questions should be raised. 
Seeing as the original title only came 
out a few months ago, why should 
there be any need to bring out another 
so quickly? If this game is meant to be 
of a higher standard than its 
predecessor, doesn't it give you a 
feeling that the title was originally 
rushed? Does adding a couple of new 
elements justify re-releasing a game? 
May be the original didn't sell as well 
as hoped so perhaps a quick 
repackaging is the answer? The list 
could go on and on but perhaps such 
trends are coming to an end? Perhaps 
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mechanics and Landscape detail have 
been increasing parallel to the 
development of processor speed. PCs 
these days are able to push around a 
serious amount of data and Rowan 
Software took the opportunity to create 
the most realistic First World War flight 
simulator available. 

Immersive Environment 

The developers have spent a great deal 
of time and energy on researching the 
history of the war and have created as 
immersive an environment as possible 
containing all the glamour and all the 
horror. As the player progresses through 
their flight career the story unfolds and 
absorbs the player into the action. With 
higher positions within the Air Force 
comes greater responsibility and once 
you reach the rank of captain you can 
choose who and how many will 


The Sopwith Camel, for example, was 
notorious for being unstable in the air 
and had a habit of turning when it 
wasn't wanted. Rowan have remembered 
though that not everyone can cope with 
such realistic handling and they have 
included a more simplified flight model. 
There are also plenty of options to 
customise the plane to suit your standard 
of flying which never go amiss in any 
game. Lessons and in-flight help are also 
included to ensure that just about 
anybody can get off the ground and get 
dog fighting with the Red Baron. 

Real Maps 

The games landscapes have been 
developed from original First World War 
reconnaissance missions and look 
incredibly realistic. Patchwork fields 
stretching to the horizon, riddled with 
meandering roads and the odd bunch of 


The aircraft available all have their own 
individual flight characteristics 



accompany you on each mission. 

The aircraft available (of which there 
are six) all have their own individual 
flight characteristics. Plane designers in 
the good old days didn't have computer 
aided design and planes tended to have 
little quirks. 


trees and houses, all set the scene and 
atmosphere perfectly. On top of all this the 
game allows players to link-up via modem 
or serial link and can get some head-to- 
head dog fighting action on the scene. 

The improvements to the game have 
been gradually released over the last few 
months and have certainly kept the 
interest in the game high. Owners of 
3Dfx cards and compatibles are 
now supported to create 
an unprecedented 
level of 

visual 




Each plane has been recreated as accurately as possible, 
including accurate flight models and numerous hit parameters 




detail. Power VR owners are also going to 
be supported in the Gold Edition and it's 
worth those on the Net keeping an eye on 
Rowan's site for any more updates. A 
mission and campaign editor has also 
been added which will naturally add to the 
Longevity of the games Life. These are the 
only two major additions to the game with 
others being of the ironing out type. The 
viewing system has been improved as have 
things within the multiplayer environment. 

It's Good to Listen! 

It's good to see that Rowan have Listened 
to what players had to say and have tried 
to improve things. They obviously have a 
great deal of pride in their product - but 
whether this justifies releasing the game 
as a Gold Edition is hard to tell. Owners of 
the original will be able to purchase all the 
new features on disc for around £10, which 
is cheap, but they may understandably be 
a little miffed. Still, if you didn't buy the 
original game and you want an engrossing 
and authentic First World War flight sim, 
you won't find one better than this. Chris 
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Sonic 3D: ^ _ 

lickies Island i 



That spiky blue hedgehog is back, 
with some new friends and some new 
powers. Watch out Dr. Robotnic, 
it's Sonic the Hedgehog. 



Maybe somebody ought to buy him some new snow chains! 



There are several old friends of our blue pal dotted around. If you ask them 
nicely they will let you into some secret bonus levels. So be friendly! 


W 


hat would the world be like 
I without Sonic the Hedgehog, eh? 
On second thoughts, don't answer that! 

For those of you that actually like little 
blue spinning animals and have patiently 
worked through all his supersonic 
adventures so far, then this should be 
right up your street. In fact, I think the 
words 'over', 'moon', and 'the' definitely 
spring gracefully to mind. However, if by 
some weird chance the words 'Sonic' and 


and set free enough little fluffy Flickies, 
will then have to face his old arch enemy. 
Dr. Robotnic. 

Stunning New 3D 
Playing Area 

Instead of the usual flat 2D playing 
area, Sega have outdone themselves in 
giving Sonic a huge 3D world in which 
to run, spin and dodge - and dodging 
will be something that you will become 


I believe this game will be grabbed up 
thoroughly by major Sonic fans 


'the hedgehog' mean nothing to you (how 
has the weather been on Mars for the last 
few years?) then the basic idea is to guide 
your supersonic little friend through a 
plethora of ramps, springboards, loop the 
loops and accelerators - y'know, the little 
gizmos that hold Sonic still, spin him up 
to a ridiculous speed, then let him go to 
face his doom. Eventually our hero, 
having hopefully collected enough rings 


rather good at after playing this game 
for a while, I assure you! Taking full 
advantage of the compact disk format, 
Flickies' Island boasts seven massive 3D 
levels and if that isn't enough for you, 
each level is divided into another three 
acts, all containing masses for Sonic to 
interact with. 

The game is viewed from the 
perspective of the 'corneri (above and to 



Dr. Robotnic, the most evil man in the known universe, is striving, as do all dictators, to 
rule the world. Using his evil power, he has committed the most heinous of crimes, to 
change all the Flickies (otherwise known as cute fluffy little birds) that he can find into 
Badniks. I am sure you will be glad to know that returning them to normal is in fact quite 
simple. Sonic must jump up into the air and land on top of a Badnik, thus disposing of his 
evil elements and leaving a Flickie, unharmed and twittering, to follow our hero to the end 
of the level. 
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The levels are crawling with seriously bad dudes, so keep your eyes peeled 


the side of Sonic) to give a very visually 
pleasing game area, and combined with 
the beautifully rendered graphics, this 
view really does make Sonic 3D very 
playable indeed. Apart from the normal 
directional moves, there are several other 
actions that our friendly hedgehog can 
perform at the touch of a button: one is 
jumping, used to kill beasties, leap up 
walls and so forth, and the other is a 
death defying spin start, where Sonic 
turns into a round blue blur that, when 
released, simply bowls over anything in 
the way. This move is very useful for 
getting up really steep slopes, which 
would normally be a problem. 

Td Old Mends 

To follow the Sonic tradition, Sega have 
included many new bonus levels which 
can be found by various means. These 
levels tend to be quick and decisive - 
the one I found was more like a slow 


Wipeout track than anything, but what 
the heck, it had plenty of those 
precious rings, so who gives a whotsit. 
Here and there you will also bump into 
some well known characters like Tails - 
who let me into that secret bonus level 
- and Knuckles, so watch out for them. 

I believe this game will be grabbed 
up thoroughly by major Sonic fans and 
the younger folk, but as for new 
converts, well I think that particular 
cupboard could be a little bare. Graham 


BADDIES GALDRE 


There are of course lots and lots of 
antagonistic baddies, all with a 
desperate need to ruin your day and see 
you fail miserably. Several forms of 
Badniks can be found around the game, 
such as those with a very dangerous orb 
spinning around them - when jumping 
onto these guys, make sure you don't 
land on the orb or you'll lose all your 
rings, not to mention a life! Also dotted 
around the levels are mine-like objects. 
These look just like a very, very small 
underwater colony - you can't miss 'em - 
but on the approach of our hero they will 
inevitably blow up, scattering several 
mini bombs over the area. The least 
dangerous, but probably the most 
annoying obstacles, are the pill boxes. 
These friendly posts shoot out missiles, 
regularly and repetitively, at the main 
compass points in a circular manner. 




Bonus levels are usually stuffed full of rings, but you have to meet the right people to get to them. So come on Sonic! 
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queue for days to get 
their hands on this one, 
but as for me. Til just 
carry on blasting those 
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Corporate 

Warrior 


Who needs corporate leadership 
paintballing, when you can have the perfect 
trainer - Corporate Warrioi^ 


Business is War! 

The game starts in your new office, if 
you can call a tiny room with no view 
and little or no furniture to speak of 


activity and economic trends far faster 
than the most impressive statistics 
engines, and puts you in complete 
control of all your business needs. 


This is not for the weak-limbed 

np rhn faint: nf hpart 



Find these, and your 
bank manager will be 
very pleased with you 



his game is not for the weak- 
limbed or the faint of heart, 
this is corporate warfare at its most 
violent. The date is the 24th of 
September, 2006, and all the world's 
business is run by computers - 
completely. The safest way to make 
transactions is on the Web. You've been 
making tea and running errands for 
months now, waiting patiently for that 
one opportunity to show those suits what 
you can really do, if only the chance 
would present itself. Well what luck, it 
just has! You receive a memo from a Dr 
Carolyn Hart welcoming you to the world 
of the Corporate Warrior, where the more 
money you earn, the more firepower you 
gain. So, no change there then! 


an office! On the table is your DSMI 
helmet (the Direct Stimulus Market 
Interface). This lovely piece of gear is 
your doorway to riches - or the dole 
queue on Monday. It can track market 



With this headgear you can hopefully 
achieve the aim of the game: to out 
manoeuvre and out sell your 
competitors, by means of a selection 
of weird and wonderful virtual 



Help is readily at band, with several extremely useful options screens 
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Here's a more detailed look at the available arsenal of bizarre firepower. In 
the price weapons section are the Price Slicer and the Price bomb - the Price 
Bomb being more expensive, but more powerful. These use simple business 
tactics like discounting and price guarantees to grab and hold the market. The 
Ad Blaster and the Marketing Missile are from the the Quality Weapons pool: 
these play on the quality of the product by hiring a celebrity or an 
advertisement directed at a particular consumer area. This brings us to the 
last, but definitely not the least, of the available sections - Special Weapons. 
There are four of these; the Head Hunter, which persuades the competition's 
top people to defect and join your team; the Distribution Disruptor, a little 
meany which reduces the range of your opponents' weapons; the Takeover 
Torpedo which, surprise surprise, acquires the competition and its market; 
and lastly the Legal Lazer, which simply freezes your opponents. 



There are stacks of weapon boosts for the taking, just make sure you use the right guns for the right baddies! 


firearms, including Price Weapons, 
Quality Weapons and Special Weapons. 

Buy Low, Sell High 

The game screen is a small but visually 
pleasing high-res affair, with a fast 3D 
environment (for those with serious 
graphics cards at any rate) with all the 
usual Doom-type moves: directional, run, 

BAGS OF BAD BQYSI 


On your wanderings around this virtual 
world, you will inevitably come across 
most of the competition at some stage, 
so here's a quick rundown of your foes: 
Put in as training fodder - they're 
certainly no use for anything else - the 
Carpetbaggers are slow ponderous things 
with no real firepower. Then come 
Undercutters, a bit tougher and usually 
selling at cut throat prices. The Tensor- 
Tech Titans are very rich, quality goods 
producers, but are a little on the slow 
side. Conglomerados, on the other hand, 
are definitely not for the unwary. 
Although they tend to stay in one place 
and mind their own business, if you get 
'em mad, they won't hesitate to grind you 
to powder! Nifty Thrifties will follow you 
about, discreetly of course, and wait for 
the moment when you are at your 
weakest to attack. Piranhas are much like 
Nifties, except they hunt in packs and 
you can't outrun them! As for the rest, I 
think that I'll leave you to be surprised, 
confident or just plain terrified. 


strafe, fire and weapon select. You must 
search your virtual world to find the 
competition and neutralise it, ASAP! 

This is where good, resourceful use of 
your ammo really makes a difference: 


Running around shooting everything 
that moves is a very good way of having 
your company liquidated and, to put it 
simply, it's just not good business. 

The real aim of this game is to raise 


It's certainly a great new concept, 

thought out and highly playable... 


every shot that is fired has a cost 
attached, so when you press that 
button, make sure that it counts. 



the price of your stock within four 
quarters to a certain level, and this can 
only be done by paying tight attention 
to supply and demand, and making 
careful choices of weapons, depending 
on the competition faced. 

Corporate Warnor is sadly not that 
impressive graphically speaking when 
compared to graphics engines like that 
of Quake or Duke Nukem. That said, it's 
certainly a great new concept, well 
thought out and highly playable - if 
you're looking for some novel action, 
you've come to the right place. Graham 



Why not wage a price war on your competitors, and blow 'em into dust? 
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The Simpso 

Virtual Springfleld 


Be prepared for a humourous tour of everything 
Simpson, hoxed in stunning packaging and sporting 
aii the characters from the history of the cartoon. 


Homer^s stocking up for 
winter by the look of it 


t last fans of the classic cartoon, 

I The Simpsons, will be able to 
visit and interact with the family's manic 
home town, Springfield. The whole town 
has been totally recreated in glorious 3D, 
whilst retaining a very true-to-character 
cartoon style. 

As soon as you arrive in Springfield 
you get the feeling that you are immersed 
in one of the cartoons. The humour does 
not come quite so thick and fast as in the 
shows but it is still there, with all of its 
American flavour, and you'll soon see your 
favourite characters walking about the 
town - or in Bart's case flying about on 
his skateboard. 

Virtual Springfield's dialogue has been 
recorded solely for this CD-ROM by the 
entire regular cast, and there are over 
fifty interactive locations to visit, some 
of which are secret until you find keys 
and the like. But what exactly is there to 
do in the game? Is it just a Disney style 
cyber-park which you can look around? 

In Your face 

Well, this does seem the case to begin 
with. On entering Virtual Springfield 
you are supplied 


The last thing you want to find when you are delving for cards is Ralph... 


with all the necessary gear to navigate 
the town safely. You can wander about 
the town by looking through your 'Really 
Virtual Viewthingy' - VR goggles with all 
manner of gadgets attached to them. Even 
Patty and Selma think you look like a 


Virtual Springfield is mainly a point and 
click adventure based around the cartoons' 
familiar surroundings. If you click on the 
map icon it will fill the screen, and tell 
you exactly where you are located. This is 
best used in conjunction with your handy 


You can wander about town by looking 
through your ^Really Virtual Viewthingy' 


pervert, so it must all look a bit weird to 
passers-by, though you never get a chance 
to look at yourself! However odd you look 
with them on, you've got to use them - 
these goggles are your user interface where 
you will find your save and load options, 
map, compass and collect icons. 


compass. Once you've got the hang of this, 
gameplay is pretty simple: your on screen 
arrow lets you know which roads you can 
go down, then changes to a pointing fist 
when you can enter a particular building. 
There are plenty of recognisable buildings 
to visit during the game, such as Bart's 
house - it would've been a crime not to 
include this; the Power Plant, where Homer 
works (or rather, sleeps) and even The 
Gorge, where we saw Bart make his death 
defying skateboard jump. There are loads 
more that I could mention but really you 
have to just see for yourselves. So, other 
than touring, what else are you supposed 
to do? 


Play Your Cards Right 

Apart from absorbing the atmosphere and 
taking in the culture, the main idea of 
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: S lUGPeST 


Check out a whole new episode of Itchy and Scratchy - it^s mind-boggling 


Homer is always keen to show off his new work ethic and routines 


The Noiseiand Arcade is a great 
part of the game, where you 
can find and play a load of 
the video games featured in 
the series. These are really 
cool, with pixillated graphics 
and simplistic gameplay. Try 
your hand at Super Slugfest, 
the one or two player boxing 


game with all the smart moves. 
In Krusty's Kamival Of Kash all 
you have to do is get four coins 
into Krusty's mouth to win. 
The tomato throwing antics of 
Smite of the Bumblebee is for 
more experienced gamers. It 
gives players a break from 
hunting for cards any rate! 


the game is to collect a pack of rare cards 
that features all the main characters from 
the cartoon - apparently all the proceeds 
go to the campaign to re-elect Mayor 
Joe Quimby! These have been dispersed 
randomly around the town and all you 
have to do is find them. The cards could 
be literally anywhere, so you Just have 
to click about in obscure places like in 


Access Denied 

You are denied entrance to certain places 
on the map until you've found keys and 
objects which let you in. Springfield is 
a pretty big place when you get inside 
it and it takes a while to go from one 
side of town to the other. Even without 
the map though, you tend to know when 
you are reaching the outskirts, as there 


A must for fans of the cartoon, which 
retains all the humour of the series 


people's drawers, behind picture frames 
and in boxes - you can zoom in closer 
in some areas to really dig deep. Luckily 
you have been given the first card in the 
pack but there are another seventy three 
to track down: harder than you'd think. 

As well as the main game there are 
other mini games to take part in. Look out 
for the Balloon and Donut tossing, the 
slingshot game and Flanders' Bar game, 
which allows you to squirt water at all 
and sundry. 


are loads of run-down buildings, big car 
accidents and general disorder! 

Some of the buildings are harder to 
enter than others, as the map doesn't tell 
you which road the entrances are on, so 
you can find yourself going all round the 
block a few times before you get in, which 
can be a bit annoying. It would have been 
good if the map highlighted the places 
you have already been to. Also you can 
find yourself going down the wrong road 
and want to turn back, but the only time 


you can turn right around is when you're 
entering a building. 

Overall though. Virtual Springfield is 
very well constructed: why not visit the 
town hall and make a donation to make 
your parking fine disappear, or visit the ( 
Library and take a look at some of the 
books and videos. These are all filled with 
classic scenes from the programmes, such 
as Kent Brockman's Softball video - and 
the game does seem to have a distinctly 
reminiscent feel throughout, like a trip 
down memory lane. I wonder if any add¬ 
ons will be released later, when any new 
characters are introduced? 

This is a must for fans of the cartoon. 
It retains all the humour from the series, 
and combines it with the sense that you 
are part of the crazy day to day action 
of Springfield. Characters speak to you 
personally and you can interact with the 
town on many levels. 

It was so much fun to pull the lever 
in the Nuclear Plant marked 'Don't Pull 
This Lever' and watch the explosion that 
followed. After all, disasters are what the 
Simpsons are all about. David 
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FOX INTERACTIVE 

1 

£19.99 
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www.foxinteractive.com 


DIRECT X COMP 


MOUSE AND KEYBOARD 


A fun look at the world of 
the Simpsons with 
enough features to keep 
you interested, though 
there's not so much for 
serious gamers looking 
for a challenge 
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ncubation 


The planet Scayra: The energy shield has collapsed, the alien 
mutants are attacking, and time is running out! 


EXPLOSIVE 

m 


MUST BUY 




Anyone fancy a quick 
alien mutant barbecue? 


MUTANTS! 

The enemies in Incubation are 
the once peaceful native 
inhabitants of the planet 
Scayra, mutated beyond all 
recognition by a human virus 


ere at Ultimate PC Life is hard. 

I ALL day Long we pLay computer 
games, never sLeeping, onLy occasionaLLy 
pausing to eat or go to the bathroom. 

We have no sociaL Lives, aLL our 
girLfriends have dumped us, and our 
parents think weVe joined the Moonies. 
The onLy thing which brings a smaLL 
measure of reLief to our pitifuL Lives is 
that rare moment when we find a game 
of such surpassing quaLity and originaLity 
that we can, with a cry of joy, honestLy 
recommend it. It brings me indescribabLe 
happiness to teLL you that Incubation: 
Battle Isle Phase 4 is just such a game, 
the first such to grace my battLe weary 
PC in what seems Like years. 



Seay Hallywags 

The saga of Battle Isle from BLue Byte 
goes back many years, and encompasses a 
highLy successfuL series of turn-based 
strategy games, but this Latest 
instaLLment is not onLy the best of the 
Lot, but is one of the best games I have 
ever pLayed. The recent trend has been to 
produce variations within a genre, untiL 


energy shieLd. UnfortunateLy, that 
shieLd is compromised by a power 
pLant accident, and a human virus has 
infected the previousLy peacefuL aLiens, 
turning them into mutated 
bLoodthirsty monsters. It is the 
pLayer's task to Lead a squad of eLite 
space marines into various areas of the 
city to hunt down and destroy the 


This means that you can move quickly 
or cautiously, but not both at once 


everything Looks Like either Boom, 
Command & Blunder, or Generic Fighter IL 
With Incubation, BLue Byte have shown 
that this need not be the case, whiLst 
aLso demonstrating that turn-based 
combat does not have to be boring. 

The game has an exceLLent science 
fiction storyLine which carries on from 
previous Battle Isle games. The 
Chromian coLony of Seay HaLLwa on the 
pLanet Scayra is protected from that 
worLd's indigenous Lifeforms by a huge 


invaders, and heLp evacuate the Last 
remaining coLonists. 

Groovy Mover 

The first thing that strikes you about any 
game is the Look of the graphics. 
Incubation uses the Charisma rendered 
poLygon 3D engine as seen in Extreme 
Assault, which puts to shame many reaL- 
time games. I wouLd compare its graphics 
favourabLy with those of Tomb Raider, to 
name an exampLe. The second thing you 
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notice is the user interface, and this one 
is so intuitive that I was able to jump 
right into the action with barely a glance 
at the draft copy of the manual I was 
provided with. The only thing you may 
need to look up is the movement system, 
which may need explaining to those of us 
who have become used to real-time 
action. This is how it works: Each 
character in your patrol has a set number 
of action points to expend each turn, and 


of positioning your troops so that they 
are covering each other, and you better 
had, because the aliens have got you 
seriously outnumbered! 

Bang Bang 

Weapons fire is semi automated. Any 
targets that are within the line of sight 
of the active character are highlighted, 
and you just click on which one you 
want to blast first. The character drops 


Everything looks like either Boom, 
Command & Blunder, or Generic Fighter 11 


these can be used to move, fire, guard, 
administer first aid, etc. Moves are laid 
out on an invisible square grid, and the 
further you move across this grid, the 
fewer points you will have to carry out 
other actions when you get there. This 
means that you can move quickly or 
cautiously, but not both at once. Each 
character takes his turn, expends all his 
action points, and then it is the enemy's 
turn, and you get to see how sound your 
tactics are. This may sound complicated, 
but it isn't really. You soon get the hang 



into a crouch, aims his weapon, and 
fires. Since inexperienced characters with 
low grade weapons may miss, it is a 
good idea to take out the nearest 
monsters first. If there happen to be 
several monsters grouped near a fuel 
barrel, you can shoot the barrel instead, 
which will explode and kill the aliens. 

No game would be complete 
without an internet multiplayer 
option, and Incubation is a very 
complete game indeed. There are 
options for up to four people to play 
over the internet or a local area 
network, and even a play-by-email 
option. I doubt if I have covered one 
tenth of this game's depth in this 
review. There is barely space on two 
pages to mention the thirty-four 
missions, the dozens of weapons, all 
the different aliens... there is just too 
much of it. You'll just have to go out 
and buy it for yourself. Cliff 





ULTIMATE INFO 


PUBUSHEffi 


BLUE BYTE SOFTWARE 




BLUE BYTE SOFTWARE 



www.bluebyte.com 


I know turn based 
strategy games aren't 
everyone's cup of tea, but 
this one is different, and 
very original. Strategy for 
action fans 
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Dark Forces II 





A long time ago, in a galaxy far, far away a software house 
promised the world a follow up to its hugely popular Star Wars 
Doom done, Dark Forcos. Now two years later, Lucas Arts has 
finally unleashed JetU Knight: Dark Forces II. 




The enemies look like 
they've come straight out 
of the films! 



he Long awaited sequel carries on 
I from Dark Forces, with you 
playing out the role of Kyle Katarn - a rebel 
- as he fights to stop the Dark Jedi Jerca 
and six cohorts from stealing Jedi powers. 

Just Like Dark Forces, Jedi is a Doom- 
style, first person shoot-'em-up but with 
one or two surprises thrown in along the 
way. For starters, as the fight between 
Kyle and Jerca progresses and you move 
through 30 levels, the decisions you 


make directly determine how the rest of 
the game unfolds and your eventual 
destiny. It employs a branching storyline 
adding a long-term playability that was 
so lacking in Dark Forces. 

A key decision to make is whether you 
should stay neutral or join the Light or 
Dark side of the force. This is a choice not 
to be Lightly taken - not only does it 
determine how you progress through the 
Stars Wars world but also the Force 


Jedi isn't designed to be a blood 'n' guts 
slaughterfest wrapped in luscious graphics 



powers that will be at your disposal. Make 
the choice to go with the Light Force for 
example and you get an assortment of 
morally righteous weapons and harmless 
Yodic powers - mind persuasion, 
protection, healing etc. Go with the Dark 
Side however and you get to play with 
some seriously cool toys, including the 
force throw which bombards an opponent 
with objects, a Darth Vader death choke, 
lightning bolts, and an exploding force- 
field destroying everything near it! 

The really clever bit however is that 
these respective forces grow stronger as 




R2D2 comes under fire from 
Stormtroopers below 


you use them, the further you move into 
the Dark Side the more evil the powers 
become! These powers, whatever side you 
follow, are complemented with an array of 
natty weapons. These include a low power 
Bryar pistol, a rapid fire stormtrooper rifle, 
grenade-style thermal detonator, the three 
barrel imperial repeater rifle, a rail 
detonator (a missile launcher to you and 
me), mines and of course the light sabre 
for use in close quarter combat. The effect 
some of these weapons have on various 
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If you've ever wanted to launch your own rebel assault (I know I have!) 
Jedi Knight conies closer than its predecessor 


capabilities, with sloping floors, lifts, 
transparent river water and opening doors. 
To achieve this texture mapping, 
perspective correction and polygon 
characters are all employed with abandon, 
there's even video cut sequences replacing 
the briefing screens of Dark Forces. This 
visual feast can also be accelerated and 
improved if you have a 3D card! 

Having said this, the engine isn't quite 
up to Quake standard in its visual aptitude, 
with rooms often lacking the architectural 
detail of Quake - but then the game is a 


and talk to Gonk robots, pedestrians and 
other characters but the interaction 
doesn't seem real and isn't as believable 
as Duke Nukem for example. 

Your destiny 

So is Jedi Knight any good? Does it live 
up to the hype? Well yes and no. 

If you're an aficionado of the Quake 
genre you'll be disappointed. The 3D 
engine, while sophisticated by previous 
standards and a whole galaxy better 
than Dark Forces, doesn't seem that 


As for movement, it's full 3D with 
action going on all around you... 


characters is delightful - watch them 
slump to the floor or keel over as you lash 
into them with a rifle for example. 

The reason this is clever is that the 
powers acquired in single player mode 
can then be carried over to multiple 
games, so your character can grow in a 
similar manner to the old Dungeons and 
Dragons games! 

Naturally, for all this to be believable 
the game has to look and feel right and 
here Jedi is close to Quake in its 


darn sight bigger, both in the number of 
levels and the size of its maps. The sheer 
scale of it is still surprising me! 

As for movement, it's full 3D with 
action going on all around you, including 
above and below. There's even a Tomb 
Raider style out-of-body mode where you 
watch your character from a distance - 
useful when wielding the light sabre! 

The only disappointment in 
movement and play is that it lacks the 
interaction found in other similar games 
of this class. Sure, you can press buttons 


much in advance of Quake and will be 
pushed when Quake II and Hexen II roll 
into town. 

However, Jedi isn't designed to be a 
blood 'n' guts slaughterfest wrapped in 
luscious graphics. What we have here is 
an interactive Star Wars story that you 
can truly immerse yourself in, taking in 
some wonderful visuals and sounds and 
slaying opponents with authentic weapons 
along the way. If you're a Star Wars fan 
(and who isn't!) play it and feel the force 
- you won't be disappointed. Andy 



Above all else the thing that really made Jedi Knight for me was the sound. 

All the original film sounds can be found emanating from your 
speakers, including R2 beeps and whistles and the wavering hum of the 
light sabre as it ploughs through the air. Then of course there's the 
original John Williams score from the film constantly playing away in the 
background. Altogether they build anticipation and aeate a marvellous 
atmosphere every bit as intense as watching the film. 




The acting's a little on the cheesy side and there's no Princess Leia either, but it all adds to the fun of the game... 
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PRAYERS 

MSMSfea- 

^ Finally, after what seems like 
an eternity it's possible to play 
a Star Wlars first person shoot- 
'em-up in network mode. Yes, 
Jedi is networked up - right 
up the stormtroopei's utility 
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The cut-scenes are 
simply breath-taking 


ULTIMATE INFO 



www.lucasarts.com 


SVGA 


KEYS AND MOUSE 


A must for Star Wars fans 
and with its branching story 
line a welcome alternative 
to the traditional kill or 
be killed first person 
shoot-'em-up clones 
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The detail and animation for each piece is quite superb 


Combat Che 


With fire-breathing Pawns and speii-casting Bishops, Empire's 
Combat Chess wwHA make even Gary Kasparov run for cover. 


HOTPROPffiTY 


n/lUST SEE 



Not the fastest chess 
program in the world, 
but a unique and highly 
entertaining variation 
on a classic game 


VERDICT 

85 


OUT OF 100 


uiny 




Ve always meant to improve my 
chess playing. When I was at 
’ school, I joined the chess club 
but it didn't seem to help - I just got 
beaten more often. Later, I bought a 
chess computer; that beat me as well, 
but this time with an annoying American 
accent, which made it even 
worse. Eventually I guess I just 
gave up and lost interest in the 
game, and never considered it a 
great loss. But now I may have 
to start playing again, because 
I have found something which 
has rekindled my enthusiasm; 

Combat Chess. 

If you've seen Star Wars 
(and who hasn't?) you will 
recall the chess-like game which 
R2-D2 and Chewbacca played 
while on board the Millennium 
Falcon. Miniature holographic 
figures moved across the game 
board, and fought each other at 
the player's command. Well, 


minus the holograms, that is exactly what 
Empire Interactive have come up with in 
their new game. The chess pieces are 3D 
fantasy characters, each of which has its 
own personality, and a repertoire of over 
600 32-bit animation sequences to show 


The actual chess engine built into the 
game in very versatile. On its lowest 
settings, even I could beat it fairly easily, 
while the highest settings are supposed 
to be Grand Master level. Not having a 
chess Grand Master available to try it out. 


The chess pieces are 3D fantasy characters, 

each of which has its own personality 


the pieces moving, turning, fighting, 
fidgeting and, of course, dying. Each piece 
has a variety of combat techniques, 
depending on who it is they are fighting. 
When you move to take an opposing 
piece, your character walks, flies or leaps 
across the board, then attacks the 
enemy piece and kills it in an exiting 
little animated battle. The spells 
employed by the Bishops to 
annihilate their foes are perhaps 
the most spectacular, such as 
turning the piece to be taken into a 
block of ice, then melting them! 


we'll just have to take their word for it! 
There are all the features you would 
expect to find in a good chess 
programme, such as a three level tutorial, 
a set-up feature for chess puzzles and the 
option to have the computer make 
mistakes, as well as fully featured clocks 
and chess notation. On a low-spec 
machine, the animation sequences can be 
a bit slow but then chess never was the 
fastest game in the world - and the 
animations are quite superb. Play the 
game with fidget set near maximum for 
the greatest entertainment value. Cliff 



Tiny Compurers Limited 


Each piece has a unique animation for when it captures another one - chess has never looked this good! 
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HAVE YOU GOT WHAT IT TAKES TO BE A HETTER 
STRATEGIST THAH HISTORY’S GREATEST GEHERALS? 



llaH EHSTERM FMT BinnK m THE CHIinCE HI PROm IT. 

MBHT UJHERE IT EOUniS. OR THE FREEZIRD RRSSIRR STEPPES IITTERER 
IRITH BRRHT ART TRRKS RRR IR THE RRTTIE SCHRRER STREETS OF 
STALinGRAn RRRIRBIRORLOIRRR11. 

This is the uery first in the Campaign series, a neui generation of games, taking gou 
through an entire conflict from the defiant first shot%to the final uigorg. 

Strike out for the Third Reich or stand firm in defence of mother Russia. The choice is gours. 
j Either mag, match gour progress from lieutenant to General, as gou min the decisiue bat 
ties, prone the superior might of gour forces and change the course of histprg. 


.ASTERnFRORTBRIRBSYOR: 
if ASTOUNDING IB-BIT HIGH COIODB GRAPHICS AND ANIMA¬ 
TION - BECBEATING THOOPS,.WEAPBNBY AND BATTIE- 
FIELDS IN METICUIBDS DETAIL 


ic BAnU GENERATOR - GIVES YOD THE POWER TO CREATE 
YDDR OWN BAniES WITHIN THE CAMPAIGN, TAKING 
ADVANTAGE BE AN ONIIMITED MAP DESIGN OPBON 




From noiu on, playing other strategy games is only half the battle 


Empire Interactive U. K. Telephone No: 0181 343 7337, Website: http://www.empire.co.uk 

Available on PC CD-ROM 
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CLEAR 


IHDTHIOPBTYI 


Imust seeI] 


If you thought Commanil anil Conquer had 
killed off the turn-hased strategy genre, 
then ifs time to think again! 


362/196 


H he release of Westwood's 

Command and Conquer had a 
profound effect on the PC gaming 
market. Since the rise of computer 
gaming, the turn-based nature of most 
strategy wargames had Limited the 
genre's appeal to a small though 
dedicated following, but by taking the 
genre in to a real-time environment, 
Westwood's title appealed to a much 
wider audience. So successful was 
Command and Conquer that it spawned 


dozens of clones and seemed to hammer 
the final few nails in the coffin of the 
turn-based wargame. SSI, for so long 
the purveyors of great wargames, have 
hit back with all guns blazing though in 
the shape of Panzer General 11. The 
sequel to one of the most successful 
turn-based wargames ever, PGII has all 
the trappings of a classic title. 

Tank-tics 

Set during the Second World War, PGII 


casts players as commander of either 
the British, American, German, or 
Russian forces. The game boasts five 
different campaigns and numerous 
individual battles. Each of these can be 
tailored to suit the skills of the player 
helping to ensure that everyone, not 
just the fanatical wargamer, can get in 
to the game. 

Each battle basically requires players 
to capture, or defend a number of key 
locations. Calling on a wide variety of 


I 


There's five campaigns in the game, spanning from the icy wastelands of Finland through to sun-soaked Italy 
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WHAT'S 

riVIAJIEXZ 


Terrain plays a crucial role 
in the success, or failure of 
those playing Panzer 
General 11. Hills, mountains, 
rivers, towns and forests all 
contribute to the defence 
and attack ratings of units 
in these locations. As an 
example, tanks are at their 
strongest when attacking 
from open terrain, whilst 
infantry are at their 
weakest in such a position. 
It's important therefore, for 
players to maximise the 
combat effectiveness of 
their units by using the 
terrain to its best effect. 


different land, air and sea units, players 
must manoeuvre their forces around the 
large, hex-based maps in order to 
maximise their combat effectiveness and 
capture/hold the key locations. Each 
battle is limited to a certain number of 
turns and if players fail to meet their 
objectives in this time then the war is 
lost. This restriction adds extra pressure 
and a sense of urgency to each battle 
and ensures that the action never lets 
up - players have to be constantly on 
the move, otherwise their days in the 
army will be short lived! 

Each military unit in the game, 
ranging from Spitfires through to Tiger 
tanks, has numerous attributes 
including attack and defence ratings 
against hard, soft, air and naval units. 
Hard units include tanks and other 
armoured vehicles, whilst soft units 
include infantry and engineers. One of 
the many keys to victory lies in fighting 




to each unit's particular strength, whilst 
exploiting the opposition's weaknesses. 

Whilst the individual battles start 
players off with a predefined selection 
of troops, the campaign mode offers a 
basic level of resource management with 
players able to acquire new units with 
prestige points. These are accumulated 
throughout each battle by destroying 


enemy units and can be used to 
purchase new units, or replacements for 
existing ones that have been weakened 
through combat. It's essential to 
maintain a well-balanced army and 
players will have to make tactical 
choices as the which units they think 
they need most. Prestige points are hard 
to come by so it's important players 


acquire the right units. For example, 
artillery may be powerful in attack, but 
without infantry or tanks to defend 
them, they'd be wiped out all too easily. 

Demanding 

For the dedicated wargamer, real-time 
titles cannot offer the same level of 
strategy that turn-based games can. 


There can be no disputing the fact that 
Command and Conquer and the like are 
more exciting, but victory in these 
games is often down to nothing more 
than building a larger army than the 
opposition with little in the way of 
tactics and strategy needed to triumph. 
With the advent of 3D terrain, real line- 
of-sight, improved AI and greater 



The game boasts five different campaigns 
and numerous individual battles. 


Combine artillery, tank, infantry and air attacks to overcome stubborn resistance from fortified units 


IT'S ALL 

11V THE AI 


Panzer General 11 features a 
much improved AI that will 
challenge the very best 
wargamers. Through clever 
use of the terrain, combined 
attacks, exploitation of 
weaknesses and organised 
defence the computer- 
controlled units show a 
degree of intelligence that 
can prove difficult to beat. 
Fortunately, players can tailor 
each scenario, or campaign to 
suit their own individual 
skills by increasing, or 
decreasing the number of 
prestige points (used to 
acquisition units) for each 
side. This ensures that 
everybody, not just avid 
wargamers, should be able to 
get in to the game. 
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Spanning the early part of 
the Second World War, right 
through to its bloody 
conclusion in Berlin, Panzer 
General II spans five years of 
warfare and has all the 
weapons and units to match. 
Players will be able to call on 
Shermans, Spitfires, 88mm 
Flak guns and even the 
dreaded Tiger tanks! The 
accessibility of each vehicle, 
or unit is timed to coincide 
with their real production 
date. When playing a 


control and command of units in Dark 
Reign and Total Annihilation the real- 
time genre is definitely improving, but 
even these games cannot compete 
against Panzer General II in terms of 
demanding strategy. To triumph in the 
increasingly difficult campaigns, players 
will have to use the terrain to its full 
advantage, launch combined air, land 
and naval assaults, keep a keen eye on 
supply, outmanoeuvre the enemy and 
keep their army rolling ever onwards. 

Despite coming several years after 
the original's release, PGII is not 
radically different to its predecessor. 


SSI opting to stick with the same 
winning gameplay that made the 
original so popular. There are a few 
notable new features though, the most 
important being fully complimented 
multiplayer support. The original Panzer 
General only supported play by email, 
but PGII can also be played via a LAN, 
SSI's dedicated Website or a direct 
modem-to-modem link-up. With 
multiplayer gaming becoming 
increasingly popular, such options can 
only be to the game's benefit. What's 
more, to enhance these multiplayer 
options, PGII sports a scenario editor 


which allows players to create and play 
their own unique battles. 

Another new feature of PGII is an 
action replay facility which records each 
battle and allows players to go back 
after each one and play out any number 
of 'what if scenarios. So, if players 
make a crucial decision and later wonder 
what might have happened if they'd 
made a different move, they can rewind 
the action and find out. 

Ibugh llerrain 

Graphically Panzer General II is much 
more impressive than its predecessor. 


An 88mm Flak gun - ideal 
for stopping tanks! 


FIGHT THEM 
ON THE 
BEACHES! 


As well as real campaigns and 
battles. Panzer General II is 
more dynamic than its 
predecessor in that it allows 
players to change the course 
of the Second World War. Do 
well in the German campaigns 
and players will be rewarded 
with the chance to invade 
England and even America! 
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The 40 plus maps in the game have all 
been hand rendered for a more detailed 
look. Towns, mountains, forests and 
roads are all instantly recognisable to 
ensure players can make the most out of 
the terrain. Apart from being more 
appealing to the eye, the terrain is also 
reactive to the fighting going on around 
it. Bomb craters litter the ground, 
smoke billows from besieged towns and 
even fires can be started. Not only do 
these battle scars make the game more 
aesthetically pleasing, they actually 


have an effect on the performance of 
units in, entering, or fighting in these 
locations - a nice touch. 

Superb 

Panzer General II may not be able to 
deliver the same level of excitement as 
real-time titles like Total Annihilation 
and Dark Reign, but in terms of strategy 
and challenge it comes out on top by a 
mile. The scenarios provide a stiff test 
to player's tactics and military skills, 
whilst the campaigns offer this as well 


as some resource management. So, if 
you're yearning for a wargame that'll 
really test your brain, then Panzer 
General II is as good as they come. It 
may not look as stunning as Dark Reign, 
but it more than makes up for this with 
some demanding gameplay. Obviously 
it's not going to be to everyone's liking, 
but if you played and enjoyed the other 
General games, or you fancy something 
a little more tactically-minded than the 
real-time games, then Panzer General II 
is a superb title. 3on 



Terrain plays a more important role than in the original Panzer General 
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Fop all you golfing fanatics, this could just 
be the one you've been waiting for! 




w 



ith all this Ryder Cup business, 
1 1 thought this would be a 
pretty good time for to do a review on 
Interactive Magic's Bntish Open 
Championship Golf. It's a two CD job, 
with lots of FMV, and even more 
atmosphere. The game grabs your 
attention from the start, with a fine 


From here, the player can choose from a 
New Tournament, a New Match, or a 
quick visit to the Practice area. 
Unfortunately there is no driving range 
as such, (well, not that I could find 
anyway), so it's straight out onto the 
fairway for all you beginners. The player 
selection is reasonably comprehensive. 


Just about everything can be altered 

in the conditions option... 


KLASsir, rniiBSKs 


intro - including heaps of old golfing 
footage - and some even older stills of 
the greats, long forgotten by most. The 
opening screen offers more in the way 
of options than a Ford dealership on a 
good day, and all of them useful too! 


British Open Championship Golf includes the two unforgettable and classic 
courses. Royal Troon and St. Andrews, lovingly re-created for the game. All of 
the eighteen holes for both have been modelled with incredible accuracy, 
from the length and width, down to the buildings and obstacles in the 
background. For those with a need for nostalgia, each one has its own unique 
introduction, brimming over with history - not only the courses but the 
golfers themselves, their triumphs, their defeats, all beautifully portrayed in 
FMV with a very fitting soundtrack. All very dramatic, my Dad would lovie it! 
(He's even played at St. Andrews!) 


with a good selection of pros to choose, 
from, including David Duval, Ian Baker- 
Finch, and Sandy Lyle. Each golfer can 
be set to play at different levels as 
human or computer to allow up to four 
players in any match. 

Tee For TVvo 

The conditions on both of the courses 
can be configured to make it a walk in 
the park, or seriously hard work to even 
keep up. Just about everything can be 
altered in the conditions option, from 
the weather, (I wish it was really that 
easy!) to the pin placement and the 
speed of the greens. The settings also 
offer a plethora of goodies to play with. 


including graphic detail, resolution, 
caddie and crowd animations, and 
screen size. The sound level of the 
crowds, sound FX and music can be 
altered to suit, as can the caddie and 
the announcers. Once the game is in 
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Unlike a lot of other games of this genre, attention to detail seems to have been the order 
of the day when it was written, as there are some fabulous little moments in this game. 

It's the seventh hole, you've managed a par on the previous six, and the weather's holding. 
With the fairway stretching out before you under the hot midday sun, you line up the shot, 
swing back, down, and it's away... the ball soaring high, then dropping neatly into the 
nearest bunker... Stop! Now watch the caddie as he turns away and buries his head in his 
hands in disappointment. Even your screen counterpart shakes his head and bashes the 
club on the ground after such a dreadful shot! There are several different reactions to 
watch out for, depending on how bad or good the shot was. Little moments like this give 
the game a truly 'being there' feel. 





All the great names are included 


motion, the front end is very intuitive, 
with no puLL down menus to confuse 
you, and with everything Laid out very 
practically. Each golfer is beautifully 
portrayed, using photo realistic imaging 
to give them life-like movements 
ranging from normal golfing stuff; 
stamping, shaking their heads, hitting 
things with clubs, slumping in 
disappointment; to shows of triumph 
and happiness Like jumping, smiling, 
and throwing up their arms in victory. 

A Good Walk Spoiled - 
Oscar Wilde 

Shots are controlled by the traditional 
method of three clicks, one to start, the 
next to set the power of the swing, and 
the last to control the accuracy. This 
does take some getting use to, 
especially for the novices. To make it 
easy to follow the action, on the main 
screen there is an extra window showing 
all the details of that particular hole, 
which can be used to zoom in and out, 
and move around in, to help you make 
the most of your next shot. There is also 
a very helpful shot designer, this lovely 
option allows you to alter minute 
details, like how much hook is to be put 
on the ball, or how to position the 
player's feet. It can also be used to 
effect the amount of height a ball will 
gain. Here are a few of the default shots 
you can use; small wonder, fade left, 
perfect sand, superdraw, pull back, 
smack it, and mini mower. All these are 


pretty standard swings that any good 
golfer would probably use quite a lot. 
Useful huh? 

Like most games these days, there 
is an option for playing on the net. 
Looking Glass Technologies in 
conjunction with GolfWeb have taken 
this one step further, and are running 
a tournament across the width and 
breadth of the net which anybody can 
play, (as long as they actually own 
copy of the game that is!) On offer are 


various prizes, some brill, some not 
quite so brill, but they are still prizes 
so what the hell! 

To be honest, British Open 
Championship Golf is not really my cup 
of tea, (it's got no guns, no cars and 
no blood!), but nonetheless it is a 
very well designed game, with lots of 
useful options, and particularly 
impressive graphics. If I was a golf 
fan, I would probably do a number of 
things to get hold of a copy. Graham 



The shot designer is for all you folks that don't know a wood from a wedge 


ULTI MATE INFO 



If you love the game of 
golf you'll love this game. 
It has a lovely feel, with 
lots and lots of realism 
and a plethora of useful 
options. Get it! 



ciny 


Tiny Computers Limited 
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Review 


Take No 
Prisoners 



Raven's new title takes their name literally, by giving the game a bird's-eye view. 
After the success of Hexen, they've decide to take a risk with a new perspective. 



Flamethrowers and graffiti make this game really cool. Unfortunately there is no option for adding your own marks 




Raven take a step back 
to produce Take No 
Prisoners. Could this be 
the beginning of a new 
trend, with XFire 
waiting in the wings? 


VERDICT 

85 


OUT OF 100 


ciny 


Tinv Computers Limited 



he shortest distance between 
I two places is as the crow flies. 
By doing so, it can look at everything 
below it, as well as seeing far ahead, and 
survey the scene at its leisure. With the 
same idea in mind, Ravensoft have 
chosen a top-down view for Take No 
Prisoners. This definitely separates the 


and players must reach this glowing area 
to find out what secret it holds. 

As players move through the game 
they will comes across several enemies 
and puzzles. Luckily though. Take No 
Pnsoners has been designed with a hub 
system, so that you can move freely 
between levels. Gamers have to rely a lot 


Gamers have to rely a lot more on the 
things they can find and make use of... 


Get Connected 

Take No Prisoners gives the first-person 
genre a rest, thus allowing players to 
make many more connections to the 
game's story. It also provides a welcome 
change by moving away from simple 
mindless shooting. There's still enough 
action to keep the hardened shoot-'em- 
up fans happy, though and it should be 
interesting to see how the multiplayer 
version of Take No Pnsoners will look 
over the Internet. David 


player from the character, giving him 
more time to look for enemies (using the 
several levels of zoom) and avoid surprise 
attack. However by doing so, a lot of the 
shock value and surprise seen in their hit, 
Hexen - and other first person 
perspective games - has been lost. 

Don't get me wrong though, this is 
definitely a tough nut to crack. For a 
start, it's not a case of just shooting 
everything in sight. For example, don't 
even think about trying your luck 
against the guards in the tower - you 
will need to use brains over bullets. 

Come on Iteel the Noise 

The character you look down upon is a 
guy called Slade (not to be confused 
with the band of the same name). He's a 
mercenary in a city that has been hit by 
nuclear attack. With an ever depleting 
population, those that remain vie for 
control of what resources that are left. 

All the city's energy emanates from a 
large dome of at the centre of the city 


more on the things they can find and 
make use of, rather than just their 
shooting finger. Possible finds include 
portable computers, weapons, vehicles 
and other equipment. As far as weapons 
go, you're not short of a hand gun or two 
- though different weapons are required 
for different enemies. Thankfully, players 
can also make their enemies fight each 
other, which does tend to help them 
cover more ground quicker. 




The top down view gives players a handy wider vision over the landscape 
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The lowdovun on which games are good value for money and which ones are just plain cheap, in 
our regular monthly round-up of computer entertainment for the financially challenged. 

Budget Worms & Reinforcements United ^ . — 




he best game in the universe 
just got better! For those who 
have yet to experience the full thrill of 
playing Worms, the aim is to do away with 
all the opposing team members by using 
bazookas, homing missiles, air strikes and 
even exploding sheep, to name but a few. 
The surviving team wins - easy, huh? 


There are tons of great extra features 
with this box set: sound samples, energy 
boosts, worm birthdays, worm selection, 
and an incredible sixteen player option. 

As long as you have a sampler, your 
favourite worms can now be endowed with 
their own sweet voices, so you can put 
some personality into the cry of 'DIE!', ■ 
when your wriggly little mate dumps a 
sky-full of explosive death onto his poor 
unsuspecting screen companions. 

If you don't buy any other game this 
year, just make sure you get hold of this 
one - you won't regret it! S 




Watch out! Your wriggly little mates are back and lookin^ for trouble, so it's time kick some worm butt! 

Gabriel Knight: The^east Within 


PUBLISHER TEAM 17 


PRICE £12.99 


PLAYERS 1-16 


VFMi£££££ 


s the sequel to Gabnel Knight: 
Sins Of The Father, The Beast 
Within sees the continuation of the saga 
packed into a monster six CD pack. 

The game was well received when it 
first hit the shops, increasing the fame 
of its writer, Jane Jensen, no end. In the 
sequel players control the main character, 
Gabriel Knight, throughout his quest to 
find out who, or what has been attacking 
the locals of a slightly backward town 
near Munich. The rumours that are going 
around tell terrifying tales of huge evil 
werewolves, mutilating anyone who stands 
in their path... 

The Beast is split into chapters with 
a prologue to let you into the story. The 


game is very much a novel with images, 
the plot of which unravels further, the 
deeper in you get. Players simply have to 
search around in a detective type manner 
to find the objects, doors etc which will 
help them move through the game. 

The playing interface uses traditional 
point and click action but all the graphics 


are photo-realistic, giving the game a 
very impressive look and because The 
Beast Within uses real actors and locations, 
the game cannot fail to put you on the 
edge of your seat. It has a 15 certificate 
too, so you know you're guaranteed a 
good bit of gore in there to spice things 
up as well! Ji. 







1 ^ 

i 

The game is a collection 
of dramastised FMVs 


which you click around 

1 

to navigate, spooky! 




PUBLISHER SIERRA 


PRICEl£14.99 


players! ONE 


VFM ££££ 


The mystery of the beast seems never ending, more twists than spaghetti 
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ig Red Racing is fun, first and 
I foremost. It has great piercing 
sound effects to recreate the roar of the 
engine and all the catastrophic collision 
noise you could wish for. 

As a racing game it is full of variety, 
with six types of track, ranging from dirt 
and snow to cityscapes and water. For each 
track you have a choice of two vehicles 
- on the USA circuit you can either have 
an inflatable boat or a hover craft type 
arrangement - and each vehicle handles 


differently, relating to its structure. For 
example, if you choose the excavator, 
you'll find it quite manoeuvrable, whilst 
the monster trucks are pretty hot off road. 

Players are not restricted to the track 
either, if you don't watch out you'll find 
yourself well off course and possibly even 
upside down, like a beetle in distress! 

Players can race in either a single or 
multi-player style in Tournament mode, 
or enjoy a quick one off race. If you play 
Tournament mode you only have to win 


one out of three races to move onto the 
next round, and the level of difficulty is 
set to a good level. 

Big Red Racing is surprisingly realistic, 
not graphically but more in the way the 
vehicle bounces around, slows down on 
the hills and takes a real beating. During 
the race players are inflicted with damage, 
measured as a percentage - reach zero and 
you blow up! 

As a further bonus. Big Red Racing 
has been made to be funny and witty, 
and it really works, with crazy characters 
like Nicole Courgette with her 'pig tails 
and voluptuous lips', as her description 


There is a good 
selection of cars, logos 
and characters to 
choose from pre-race 


puts it. Overall, Big Red Racing has plenty 
to keep you amused! s 





SBIIBE&SlS 







You are on the grid, 
revving your engine 
ready for the off, and 
then what happens? 








You're doomed mate, you 
have a cube for a head 
and I have a big gun! 


T : his old Doom clone is a gem on 
■ the budget range. Thanks to its 
j super smooth first person game 
engine, it's one of those games which is 
a perfect way to take the stress out of 
a gruelling day at the office. 

Rise of The Triads said "Eat my shorts 
Mary Whitehouse" and allowed you to not 
just make the enemy fall over backwards, 
but to blast them into so many tattered 
fleshy remains that you could even see 
details - such as eyeballs with optical 
nerves hanging off the back of them - 
flying past your shoulders. 






iliii 


The pure violent appeal of this title 
is enough to justify buying it, if you're 
over 15 of course. With a decent inventory 
of guns to collect, you can end up using 
two guns at once, in time honoured John 
Woo style or maybe multi homing-rocket 
launchers. You even get to become God 
for a while in a special mode, wiping the 
floor with the enemy 'Flun', who liberally 
inhabit each level. 

Another devilishly good detail is when 
you merely injure a soldier. Fie will fall 
to his knees and beg you for mercy. If 


you grant him mercy though, he soon 
gets up again and shoots at you - the 
ungrateful *@7o**! Thus the gameplay of 
Rise of the Triads effectively teaches you 
to quash any instinct to be a nice guy, 
and instead choose the more colourful 
and rewarding option of turning into a 
psychopathic murderer. 

With fairly easy puzzles and relatively 
small levels, Rise of The Triads is a title 
that's swiftly mastered but it is the fluid 
way which the game handles that must 
ultimately be its strongest appeal - bar 
the large quantity of blood and guts 
involved, obviously. □ 


publisher! 

EIDOS 

PRICE 1 

£9.99 

i PLAYERS 1 

1-11 


££££ 
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Review 


Titus the Fox and friends are heading for Marrakesh. That explains the hat 


I f you are sick of paying out a 
* week's wages for a game and 
then finding that it doesn't even give you 
a week's worth of entertainment, then we 
have some good news for you. Prism 
Leisure Corporation are releasing a series 
of titles which are the ultimate in budget 
games. You get four full games on each 
CD-ROM in the series, and they cost just 
£2.99 each. No, that is not a printing 
error - £2.99 for four games. That price 
barely covers the cost of having the disks 
made, so they must be expecting to shift 
shed-loads - and they're probably right. 

The series is called 3-Plus-l, and what 
you get for such a vast capital outlay is 


g You're going to have to 
learn the fine art of 
interplanetary diplomacy 
to get very far in the 
complex Master of Orion 


system are involving and have good long- 
term playability. A thorough read through 
the manual included on the disk is highly 
recommended to get the best out of this 
game. The other games on this disk are 
Battle Sat II, World Empire and Yacht Z. 

Titus the Fox is a simple but amusing 
platform adventure of the Sonic/Mono 
school, but with far more of a sense of :. 
humour. Titus sets of to Marrakesh to 
rescue his girlfriend. Foxy, with the help 
of a camel and a crocodile. To achieve 
his goal Foxy must take on assorted thugs 
and other baddies, whilst running and 
jumping over the usual array of platforms 
and obstacles. There are better platform 


i 


A 


■ 


one commercial release game and three 
shareware titles. Admittedly the main 
games are all seven or eight years old, 
and shareware titles - well I guess you 
know what to expect - but let's face it, 
for that price you can't really complain. 

There are 24 disks in the series, which 
includes adventure, arcade, strategy, sport 
and war games. The selection of games 
we were given to review included Master 
of Orion, Titus the Fox, Dragonsphere and 
lastly Campaign. 



Master of Orion is a pretty complex space 
colonisation and empire building game, 
set in the 23rd century, in which you pick 
a race to play, then attempt to conquer 
a large share of the galaxy for yourself by 
out-developing and out-fighting all the 
other races. Although the graphics look 
rather primitive by modern standards, 
they were once state-of-the-art and the 
complex strategies used by its turn based 



games if you like this sort of thing, but 
nothing at even twice this price. It's a 
fun diversion for a ten minute tea-break, 
and one you may find yourself liking a 
lot. It is accompanied on the CD by Ken's 
Labyrinth, Crystal Caves and Starmines 2. 

Dragonsphere is a standard point and 
click adventure, which rather amusingly 
claims to have 'Amazing Graphics'. Indeed, 
it would have had in 1989 - but then 
you don't expect Resident Evil for three 
quid, do you? The story is that you're 
the king of your country and you must 
set off alone to defeat an 'Evil Wizard'. 

There seem to be a huge number of 
active objects on most of the screens, 
and lots of things to discover too. Some 
of the animations are quite nice - in a 
nostalgic sort of way - and overall the 
game plays very well. Dragonsphere comes 
with the titles Cribbage, Sink Sub and 
Warped for Windows. 

Campaign is a tactical and strategic 
WWII simulation, which I still have on 




my Amiga at home, and it can be quite 
a good game - though it's obviously not 
in the same league as Close Combat 2 
(see our review in the last issue). 

The maps do look a bit primitive but 
once you get the hang of it, you can get 
a good campaign going, which explains 
the name of the game I suppose. This ^ 
disk also contains Bananoid, Megatron 
and the bizarre Save Our Pizzas. 

All in all. Prism Leisure's range of 
games represents the ultimate in value 
for money titles, and as long as you aren't 
expecting the latest games with fancy 
state-of-the-art graphics, you certainly '' 
won't be disappointed, i; 




T?i=r 


► V 




m 


Notice the sumptious 
decor and lavish soft 
furnishings so typical of 
the interior of any self- 
respecting royal palace 


No texture-mapped terrain here. The green bits are land, the blue bits are water, and the yellow bits are your army 


1 


ULTIMATE PC | ISSUE THREE | NOVEMBER 1997 





























































Silicon Software Club 


INTRODUCTORY OFFER 

JOIN NOW AND CHOOSE 
ONE OF THESE TOP PC 
PROGRAMS FREE OF 
CHARGE 

*MS OFFICE 97 PRO* 
*ADOBE PHOTOSHOP V4* 
*LOTUS ORGANISER* 

*MS PUBLISHER 97 DELUXE * 

...allfull CD versions 


MEMBERSHIP BENEFITS 

JOIN NOW FOR ONLY 
£20 AND RECEIVE 

New Members Pack Containing: 

1. Membership Card 

2. Regular Newsletter 

3. Discounts & Special Offers 

4. Black Catalogue On 3.5” Disk 

5. Club Edition CD of the Month Details 

Plus One of these Top Programs FREE 



JOIN FAST AND CLAIM YOUR FREE SOFTWARE 

Yes! I would like to join the Silicon Software Club and receive my FREE software. 
Please rush me my new members pack. I enclose cash/cheque/P.O. for £20 made 
payable to ‘SILICON SOFTWARE’. I understand that in addition to my new 
members pack I will receive details every month of a special Club Edition CD which 
I am under no obligation to buy. Please tick ONE of the following boxes to claim 
your FREE software. 


MS OFFICE 
97 PRO 


ADOBE 
PHOTOSHOP 4 


LOTUS 

ORGANISER 97 


MS PUBLISHER 
97 DELUXE 


NAME. 

ADDRESS. 


POSTCODE. 


DELIVERY GUARANTEED 
WITHIN 12 DAYS 

NO TRADE ENQUIRIES 

WE ARE STRICTLY MAIL ORDER 
ONLY - OUR LOW OVERHEADS 
ENABLE US TO PASS ON OUR 
SAVINGS TO OUR CLUB MEMBERS 

P&P INCLUDED 


PLEASE SEND TO: SILICON SOFTWARE, SUITE 501, 
INTERNATIONAL HOUSE, 223 REGENT STREET, LONDON 


WIR 8QD. 
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Multimedia 


It's fun to learn with Ultrapack! 


a good source. The most eye-catching 
title was How The Body Works, by 
Mindscape. As an interactive encyclopedia 
it makes for interesting viewing. You can 
look up pretty much anything about your 
body, not just how it works, but also how 
to keep it working. All the important facts 
about the digestive system, sight and 
reproduction are covered, giving advice on 
how things can be improved. Sat in front 
of a computer all day really messes with 
your back, this can help you sort it out. 

Other fact based titles include the 
World Atlas V5 (which offers more than 
150 videos of the famous cities around 
the globe), the 1996 version of The 
Hutchinson Multimedia Encyclopedia, The 
Library of the Future (with over 
seventeen hundred complete texts) and 
the Collins Electronic Dictionary & 
Thesaurus. On the lighter side you have 
Egon Ronay's 1997 Guide to Restaurants 
and Hotels - ideal for arranging your 


Plenty to keep even the most wayward minds occupied in this pack 


holiday abroad. I also liked the 3D Home 
Design where you can create your dream 
home, anything would be better than my 
mouldy old bedsit! There is much too 
much in this pack to do it justice here - 
all the titles have many hours worth of 
entertainment and variety, there really is 
something for everyone! ■ 


ULTRAPACK VOL 1 


KOCH 

Price: £39.99 
Contact: 01462 456780 


ow, a compilation of loads of 
^ ^ titles in one easy pack. Gone 
are the days of buying ten titles all with 
big bulky boxes that clutter your home. 
OK, so some of the titles in here are not 
that current, but unless you are looking 
for less specialist information then this is 


VERDICT 


With so much in this 
pack you would be silly 
not to get a copy 


CIRCUS ACTIVITY 
PACK 


instructions, how are kids supposed to 
know what to do?' Then you realise 
that it is all part of the learning angle 
behind the title. By not giving lengthy 
information telling them what to do 
they are encouraged to look and 
discover for themselves. Behind the 
glossy bright graphics lies a strong 
emphasis on learning. In this way 
children can simply explore the circus 
using the mouse, which they should 
find far easier to control than keys, 
and then just click on images that 
interest them. 

There are around thirty different 
places to visit within the CD-Rom, each 
with their own activities that aim to 
push children's observation, memory 
and creativity. After having a good 


look round this is definitely the case. 
All the animations are as exciting a TV, 
though nowhere near as passive. Music 
and sound are quite gripping, and kids 
can always call on the friendly circus 
mouse for help. Children love dressing 
up and the circus is the ideal place to 
be creative by choosing all the 
characters' attire. 

What with all the circus events to be 
a part of and the activity pack as well, 
this CD-Rom is a real winner, no wonder 
Grolier decided to re-release it. ■ 


Grolier Interactive 
£19.99 

Contact: 01865 264800 


I his children's title is a re- 

_. release of the best selling 

Circus - now with new packaging and a 
fun activity pack to support it. The pack 
includes a fun pencil case and a 24- 
page game book which continues the 
Circus theme. 

The Circus CD-Rom has been aimed 
at children between the ages of 3 and 
7. Initially, when you first look at the 
front end, you think, 'Where are the 


VERDICT 


All the fun of the circus 
with no animal cruelty 


Kids will love this, and 
at such a reasonable 
price so will the parents 




























Multimedia 



Should you ever find yourself up a River Niger creek without a paddle and 
have easy access to a terminal, the Grolier Encyclopedia will prove invaluable 


THE 1998 GROLIER MULTIMEDIA 
ENCYCLOPEDIA 
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Grolier 
Price: £39.99 
Contact: 01865 264800 

mIU ho would have thought that 

^ ^ encyclopedias would become 
one of the most popular (for buyers 
and developers alike) genres available 
on CD-Rom? What with Compton, 
Microsoft's Encarta and Hutchinson all 
having a stab at the market there is 
not a great difference between the 
ones I have seen. Each have their own 
specific features, and the Grolier 1998 
version has more than most. The 
articles take up the majority of the CD- 
Rom, most of the other features relate 
and link these together for ease of 
learning. For example, the Guided 
Tours section allows you to read 


connected files on about thirty 
different topics. A case in point would 
be the directory called 1968-69. This 
combines all the articles on major 
events and people from that period in 
order to help children learn more 
efficiently, giving them a solid 
historical overview of the year in 
question. Another good Guided Tour is 
the Music: Sound and Science which 
brings together sound and text files on 
such topics as composers, instruments, 
electronic music and harmonics. 

The articles themselves are made up 
of informative definitions with the 
occasional supporting image. Everything 
is easy enough to read, and to navigate 
each file has its own name and links 
that help the user move around more 
swiftly. Still on the theme of links, the 


GME can be used in conjunction with 
several sites on the internet. One of 
the most impressive features has to be 
the Timelines. Articles that take your 
through the events of man's existence 
on Earth since the dawn of time right 
through to the present day. These are 
cunningly split into different time 
periods, such as the imperial times of 
Ancient Civilisations and the Industrial 
Revolution in The Machine Age. 

Altogether a comprehensive 
learning tool which compares well with 
its competitors. ■ 

VERDICT “ 

Learn, learn, learn till 
your brain begins to 
burn 





THE HUTCHINSON MULTIMEDIA 
ENCYCLOPEDIA 1998 


Helicon 

£39.99 

Contact: 0171 584 7474 


The HME 1998 is exactly what 
it says; an encyclopedia 
housed within a compact CD-Rom. Since 
the last version. Helicon have improved 
things no end. There are apparently four 
thousand new articles (though I'll be 
blowed if I'm going to count them all), 
up to 20% more text and also more 
media items. Helicon also have absorbed 
the comments they received from the 
public and schools and rewritten 
accordingly to keep every aspect of it 


flSne mSSIi llaie 






up-to-date. Along with re-writing parts 
of the encyclopedia they have also 
improved the user interface. 

Primarily based at the schools 
market, particularly GCSE level, all the 
articles have been checked for relevance 
to the National Curriculum. The CD has a 
good distribution of images and video 
clips to keep viewers interesting. 
Everything has been well put together, 
making a solid package that is fun as 
well as informative. 

They have included quotations, one 
for each day, and a range of 'Did You 
Know?' facts to add a fun aspect to the 
title. Obviously not for gamers, but 
when the fun stops you need something 
substantial to get your teeth into. 
Especially if you are still at school or 
have children in that age range. 

Compared to its competitors it 
lacks a bit of flair in the design, and 
there is no separate gallery option. 

The fun file though adds a lighter 
element that includes Memory Joggers, 
Humourous Quotes and On This Day (in 
history) and there are also useful 



The Hutchinson Multimedia Encyclopedia 1998 


.EOi 


4 ;^ 

■Timeline 


.4- 

Fflnfiie 


Medio Bonk 


Options 




Home 



arrows like those on the internet that 
allow you to scroll back and forward 
through what you have opened up. 
Generally not that much to complain 
about, though the Grolier title does 
seem to have the edge. ■ 

VERDICT 

Excellent content, an 
ideal guide for school 
kids and students 




Designed with flair and 
packed full of useful 
features and fun facts 
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in your hands right now, but the hysteria surrounding the 
reiease of the first issue has stiii not died down. Here's what just a few of you had to say... 


Everything's Looking Rosy 

El have just purchased a copy of your Ultimate PC; 
I was very impressed by the content of your 
magazine, the layout was easy to read and was 
cleverly positioned around the pictures. The news was 
very good. The tips page was the biggest and best 
I've ever seen. The reviews were very in-depth. I have 
a copy of 688i; the review for it was very accurate 



and told you exactly what you wanted to know. The 
screenshots of Panzer General II were very good and 
so was the writing that accompanied it. It was nice 
to see the demo CD contained within a proper CD 
case rather than a cheap and nasty paper wallet. 

It would be nice to see a bigger hardware section 
in your magazine and also an article on joysticks in a 
future issue. I look forward to seeing a full review of 
Longbow 2 and perhaps a demo. I thought the demo 
for Panzer General II was a bit poor as you only had 
one turn. I felt the demo didn't advertise the games 
features. I would just like to say thanks for producing 
such an excellent magazine, keep up the good work. 
Matthew Poxon, Essex 


You're not alone in thinking the Panzer General II 
demo was a bit on the lame side. We have to 
admit we were bitterly disappointed with it 
ourselves. The game is destined to be something 
of a wargaming classic (as you'll read in our 
review), but the demo foiled to highlight its 
strengths and qualities and certainly won't have 
converted anyone to the cause. Still, if nothing 
else it did offer players the chance to view the 
graphics and explore the new control interface. 

Kraut Klout 

D live in Germany and get some PC mags sent 
to me, but when I was in England visiting my 
Grandad I saw your first issue, and after a short 
chat to my girlfriend (and breaking a small 
promise to not buy any PC related things on this 
holiday) I bought the issue. 

I must say that I was most impressed by your 
reviews and pictures, they were witty and in- 
depth at the same time. I showed my girlfriend 
the section on Worms ^ and she was in heaven for 




••■ aving teamed up with Microprose, we re 
offering a copy of the delectable Worms 2 for the 
writer of each month's Star Letter. Worms 2 has 
been reviewed this very issue and thanks to its 
improved graphics, superb gameplay 
and riotous multiplayer mode scored a ! 
well deserved 92%. For the authors of 
the other letters printed each month 
there's a free title from Microprose's 
PowerPlus range. « 

Please remember to send your 
address whenever you write in so that 
we can ensure that those who have a 
letter printed receive their free game. 


a short time. Then I slipped her the demo disc 
and said there is a rolling demo on it. 

She booted up my grandad's PC and that's the 
time I jumped her with the idea of getting a 
subscription - and to my surprise she agreed. 
(Shock to my ears since I always have to beg to 
get subscriptions.) 

Thanks guys, and by the way, when will you 
have the Worms 2 playable demo? 

Jeffrey Moore, via e-mail 


You obviously wrote this letter before 
you received the second issue of 
Ultimate PC Jeffrey, because on 
there you'll find the playable demo 
I of Worms 2. 

It's a two player demo, with two 
worms to either side so it'll should 
I be absolutely perfect for you and 
^ your girlfriend. 
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Excellent! 

D just had to write in and tell you how 
much I enjoyed your first issue. Unfortunately I 
could not get hold of a sample issue of Ultimate 
PC, but one day I was desperate to try out 
some new demos from magazines and found 
that all the magazines had similar cover CD 
demo discs. Furthermore I found that all these 
magazines cost 4-6 pounds, which I felt was too 
expensive. But then I came across the first issue 
of Ultimate PC. I looked at the stunning cover, 
with its exclusive features, and saw the CD and 
found all these new demos. 

Then I saw the price, a measly £2.50 for all 
this great stuff! This was heaven, everything I 
wanted from a PC magazine, at an affordable 
price. Well done guys and girls! 

Quiser Mahmood, Hackney. 

The first issue of Ultimate PC sold over 70,000 
copies and the cover price undoubtedly played a 
big part in this success. We have always felt 
that PC magazines had been priced on the high 
side and it was one of our main aims to put 
together a quality product at an affordable 
price. Although we've had to put the price up to 
£3.50, we still reckon Ultimate PC offers good 
value-for-money. 

Swap Shop 

ISIongratulations on your new magazine. The 
quality of articles, printing and particularly the 
reviews are first class. 

As a mature gamer who's very much into flight 
sims I was delighted to read on page 20 of your 
first issue that Empire Interactive had bought out 
a Gold version of Flying Corps. Even better news 
was that those of us having the old version could 
trade up for the Gold one. 

I have written to Empire Interactive to ask 
about this offer, there was no reply. I then faxed 
them asking for details and a catalogue. I have 

































Letters 


today received the catalogue but still no details 
of the offer that you mentioned. Can you confirm 
that what you said in your article is correct or do 
I have to purchase the Gold version at full price? 

Mr G Sweetman, Burnley 

Having spoken to Empire, they've confirmed that 
owners of the original Flying Corps game will be 
able to buy an add-on disk with all the extra 
features in the sequel for around £9.99. Although 
you've written to them once already, they suggested 
your best course of action was to write to them 
again and they'd take care of you from there. 


3Dfx Nightmare 

H am writing this e-mail to ask you a question 
concerning 3Dfx accelerator cards. Whilst reading 
the Resident Evil review, excellent though it was, I 
did not understand the part concerning the 
graphics card needed. I understand that you need 
a 3Dfx card to run the game, although what I don't 
understand is what accelerator cards are 3Dfx? I 
have an Apocalypse 3Dx accelerator card, this is 
not a 3Dfx card is it? Could you please explain 
which cards are 3Dfx cards? Are they better than 
the Apocalypse 3Dx card? 

Thank you very much indeed, 

Dave 

3Dfx graphics cards are those based on Voodoo 
graphics' 3Dfx chipset. Such cards include the Orchid 
Righteous 3D and Diamond Monster 3D. The 
Apocalypse cards are based on Videologic's Power VR 
chipset and will not run the 3Dfx version of Resident 
Evil. Saying that. Videologic hove done their own 
version of Resident Evil which is compatible with 
the Apocalypse cards. Eor more information on this 
contact them on 01932 260511. 


The Resident Evil demo on the first issue has caused a 
certain amount of confusion, and that's why from now 
on we'll be stating in the Disc Directory exactly which 
demos are playable and which are just rolling demos. 
Hopefully this will help ovoid any more confusion. 



More Cheats! 




Same Name - S@&t Game! 


have recently bought the first issue of your 
Magazine and I think it's great. I think the tips 
pages are excellent but the only problem with 
them is that there is not enough of them. 

My Dad has recently bought a new machine 
and I have gone mad on buying games such as 
Theme Hospital, Rally Championship, Carmageddon, 
Commanche 3, Independence Day, Need for Speed 
II and Command and Conquer: Red Alert. Now all 
of these games are proving a bit difficult so how 
about some more tips? 

K. Webb 


Demo Distress 

El have just bought your first issue of Ultimate 
PC (issue one, Sep '97). The magazine itself is 
quite impressive; good pictures and most recent 
news. In fact, I think your first issue is the best PC 
games magazine I have bought this year! And I 
thought that your CD would be just as impressive, 
but I have one big complaint. 

The main reason I bought your first issue was 
because of Resident Evil. You advertised at the top 
of the magazine 'exclusive demo' and I of course 
thought that this meant a 'playable demo!' So I had 
an impression of 'playable demo' and all I got was a 
rolling video... I must say. I'm very disappointed! 

Do you have anything to say about that? I 
suggest that you honestly add the words 'rolling 
demo/video' to your CDs if that is the only 
thing it is. 

With regards, 

Juba Valto, Finland 


Balancing the amount of space given to tips 
each month can prove a tad difficult 
because, whilst some people want to see 
more tips, others would rather see the pages 
given to more game reviews. ]Ne've hopefully 
plumped for a happy medium, with roughly one 
full solution and one guide each month. 

Obviously, this isn't set in concrete and from time 
to time we'll be rounding up all the latest mini¬ 
tips and cheats, including ones for Carmageddon, 
Commanche 3, Theme Hospital and Need for 
Speed II. 
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Every game has its flaws, but was PGA Tour 
Pro really that bad? We didn't think so! Admittedly 
there's an unhealthy trend at the moment amongst 
software publishers to release what are nothing more 
than data discs at full retail price, but PGA Tour Pro 
held its head up well on its own. If you're really that 
disappointed with the game, then maybe it's time to 
start looking at some of the alternatives; Actua Golf 
2, British Open Golf Championship and The Golf Pro 
to name but a few. 


If you have comments, queries, or even complaints 
about the magazine, games or life in general, then 
write to us at Penultimate, Ultimate PC, Rapide 
Publishing, 1 Roman Court, 48 New North Road, 
Exeter, EX4 4EP and let us know. There's a free 
software bundle in it for the best letter each month 
(and we don't mean the letter that kisses our arse). 


LLlaving read your recent article Same Name - 
Same Game? I felt compelled to write my own 
follow up. With the above title. 

PGA Tour Pro - you rated 81% when in reality it 
should have got 21%. I have played PGA Tour since 
it started on the PC and since the release of PGA 486 
it has steadily improved, even though some should 
have been offered as upgrades. However PGA Tour Pro 
has seen a significant change, but all for the worse! 
To start with it appears that a very large steam roller 
has been let loose across the course and created the 
Costa del Pancake. The Swing meter makes judgement 
near impossible and there's still the stupid putting 
flag which obscures the hole, albeit a smaller 
version. The overall experience is one of pure 
frustration and disappointment. Some may say this is 
true golf, but I would have hoped that with the 
advances of technology and the introduction of MMX 
that we would see a game of true multimedia 
facilities. Even the original PGA Tour made you feel 
that you were competing in an event when that 
little man popped up and said who had made a 
birdie or an eagle. With today's technology I would 
have expected real-time course reports and even 
video clips of things going on around you. If EA are 
worth their salt they should look carefully at the 
gameplay. How about a real tour like the 4 majors 
where the game makes you want to achieve the 
grand slam? In conclusion PGA Tour Pro should be 
sent to budget price and renamed PGA Piss Poorl 
G. Harman, Bognor Regis 












With Christmas now on the horizon, this month we thought we'd take a iook at some of the 
ieading peripherais that are on offer to PC users. Aithough the average person may think 
one joystick seems very simiiar to another, to the computer 
buff things are a iittie more invoived than that. 


stick that feels right can make all the difference when you're trying to escape a pack of 
wolves in Tomb Raider. And these days, PC users have a lot more to choose from than just a 
plain and simple joystick. You've got programmable pads, then there are those steering wheels and 
what about the new graphic command pads? If you can't decide what you'd like to see in your 
Christmas stocking this year, let Ultimate PC guide you through the world of the latest PC accessories 


3D PROGRAM PAD FIREFOX PC-800 


Model: 3D Program Pad Price: £34.99 
Manufacturer: InterAct Contact: (01204) 862026 

he transparent casing of the 3D Program Pad, together with the attractive 
front design, gives the impression that this gamepad is a high-tech, space-age 
product - an assumption that isn't too far from the truth! 

Described by InterAct as the ideal controller for fans of sports or fighting 
games, the pad is fully programmable, offering ten fire buttons, eight-way 
programmable digital direction control and non-volatile memory. This means you 
can program the pad, even when it's unplugged from your PC, and it stays in 
memory until you change it! 

The pad also comes with software on floppy disc, which allows you to program 
the pad on-screen, while at the same time allowing you to see the current 
contents of all the programmed buttons. You also get the chance to set up 
configurations for different games, meaning you don't have to program it every 
time you load up a new game as this does it for you. 

The 3D Program Pad, which also includes a game as part of the package - 
either Ultimate Doom or Duke Nukem 3D, is an excellent device that plays as good 
as it looks. 


Price: £39.99 

Manufacturer: Competition Pro Contact: (01457) 8716601 

pparently constructed with the original engineering concept of the F-16 
Aircraft's Flight Control System, the Firefox PC-800 is the first joystick I've seen 
packaged with the stick seperated from the base unit. The reason the company 
have done this is not so they can make the box more compact, but is actually 
to allow for interchangeable sticks; one of which is already available offering 
differently positioned fire buttons a top idea or what? 

The stick that comes with the Firefox PC-800 is suitable for right-handed 
users only (though a left-handed stick is available), featuring a ledge allowing 
your hand to fit comfortably, it's perfect for fast-action games. 

Four fire buttons are situated on the stick itself, with two extra buttons on 
the base. A throttle control is on the side of the base, though this is only a 
basic rotating wheel, so not exactly what you'd call hi-tech! 

The Firefox PC-800 is a decent enough joystick though, for me, the PC 
Phantom and Strato Warrior are the preferred choice as they offer a 'real' 
throttle and improved ergonomics. Flowever, if you like the idea of 
interchangeable sticks then this is the one to go for. 


VERDICT 

A brilliant gamepad with good looks 
and plenty of programming options 



VERDICT 

A nice joystick and the only one to 
offer interchangeable sticks 
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Kenpnerais 




STEERING WHEELS 


FORMULA ONE 
RAGING 
WHEEL 

Price: £115 
Manufacturer: 

Ttirustmaster 
Contact: (012761 609953 

ffidally endorsed by the 
Formula One World 
Championship, this 
Thrustmaster steering wheel is one 

impressive piece of kit. Even as you take it out of the large box that comes with 
it, you're immediately hit by the high quality of both the wheel and foot pedals - 
they're extremely sturdy and built to last the most strenuous of race courses. 

The steering wheel is moulded to look and feel like the steering wheel from a 
real formula one car, featuring thick padding around the wheel itself, it works 
superbly well and is without doubt the best one in this round-up. 

A real gearshift is built into the base of the wheel, making this brilliant for 
playing all those games that offer manual gears. And the pedals that come with 
this are heavy-weighted down so they don't move around while you're racing. A 
problem which, unfortunately, exists with the majority of wheels. 

The most unique thing about the Formula One Racing Wheel is the Quick-Cam 
clamping mechanism. While other wheels stick loosely to a table using suction 
feet, the clamping system on this means it sits rock solid no matter what you 
put it through. 

The Formula One Racing Wheel is the connoisseur's choice. Its high price means 
most will opt for the cheaper alternatives, but if you can afford it this is the best 
around at the moment. 

VERDICT 


A steering wheel to beat all steering 
wheels - with a high price to match 





Model: VRFl X-Cellerator Steering Wheel and Foot Pedal Price: £49.99 
Mcuiufacturer: Fire International Contact: Tel (01302) 325225 

Hhen I read the cost of this - under £50 - I was slightly dubious that it 
wasn't going to perform very well, but in actual fact it proved me 
completely wrong. 

Although it doesn't feel as durable as the other steering wheel in this 
round-up, it actually plays better. The wheel itself feels just right and 
works perfectly while taking a fast left or right turn. The pedals are also 
spot on, with both the accelerator and brake set at just the right level. 

Another great feature is the fact you can change the angle of the 
wheel to suit your requirements, which can easily be done using a tilt 



DESTINY STEERING WHEEL 

Model: Destiny Steering Wheel and Foot Pedals 

Price: £79.99 Manufacturer: LMP Ltd Contact: (01992) 503283 

Honstructed using solid black plastic, this Destiny product is one of 
the latest steering wheel and foot pedal sets to hit the PC market. These 
things really do make a huge difference when you're playing a racing 
game, not only making it easier to control but adding heaps of atmosphere 
to the situation as well. 

When hooking this up to your PC, it works in a very similar to a 
joystick, as it plugs straight into the normal game port. The pedals 
connect to the steering wheel, then all you need do is calibrate it from 
within Windows '95. Features include a racing style gear lever, eight action 
buttons and, if you ever need to use it, there's even a built in 8-way 
directional control built into the steering wheel. 

Although this steering wheel is very effective, it did feel quite stiff, 
making it difficult to perform fast left or right turns. It's also overpriced 
compared to the competition. That said, however, it's more sturdy than 
others and worked very well during our tests. 


VERDICT 

For the racer who has everything - 
a nice wheel, albeit slightly 
overpriced 



adjust at the back - an option the majority of steering wheels don't offer. 
Other features include eight digital buttons and FI style gear change 
buttons, situated within easy reach of the wheel. 

If you're looking to buy a really good steering wheel for your machine, 
plug one of these 
gizmos into your PC, 
load up a top notch 
racing game and 
prepare to drive like a 
Bat Out of Hell. 


VERDICT 

An excellent steering wheel 
that recreates the FI 
driving experience superbly 
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ACCESSORIES 



PC DASH 

Price: £49.99 Manufacturer: Saitek 
Contact: (01454) 855050 

his ingenious new device from Saitek is 
designed to replace complicated keyboard 
commands and aims to make playing your 
favourite games easier than ever. The PC Dash 
works by using command sheets for each piece of 
software. After inserting one of the command 
sheets inside the front cover, you slide the bar¬ 
code reader from left-to-right to program the 
machine for that particular piece of software, 
then you're ready to go. 

Printed on the command sheet are a number 
of options to control the game using a single 
touch. For example, when playing Microsoft's 
Flight Simulator with a traditional keyboard, to 
shut down the engines you would press 
Ctrl+shift+Fl. With PC Dash, you simply press 
the 'Shut Down Engines' command! 

Up to 180 programmable commands are 
available on the PC Dash and the whole package 
comes with a number of command sheets, 
including one to control Windows '95. Further 
command sheets can be downloaded from the 
Saitek Web site and, better still, the package 
comes with some bundled software allowing you 
to create your very own command sheets for 
absolutely any piece of software. 

While the PC Dash is excellent to use for 
games and other software that require slow 
reaction times. When you're playing a fast 
paced game, you have to keep taking your eyes 
off the screen to check where the command is, 
resulting in frequent loss of life! That said, 
once you get past the initial learning curve of 
remembering where everything is, it does make 
playing games easier. 

For the person who's got everything, this 
should come near top of the list this Christmas! 


VERDICT 


A revolutionary device - and one 
that marks the end of 
complex keyboard commands 


WHAT ABOUT THOSE TWO-PLAYER EAMES? 






His everybody knows, playing games on your own is all very well but 
the real excitement comes when you get to challenge, and 
preferably beat, your friends. Plenty of PC ^ 

games out there offer a two-player ^ 

option, but what can you do if you * 

only have one game port on your 
PC? Yes, you can have one person 
using a joystick while the other 
uses the keyboard, but this just 
doesn't offer the same appeal. The 
best option is to buy a specially 
built add-on that allows you to 
plug in more than one stick, such 
as the 3-Link from Quickshot (Tel 
0181 365 1993). 


EHMShat 





Available as the 3-Link and 3- ‘ ■ : 

Link Turbo (the latter offering the _ -• ^ ^ 

addition of turbo on/off function and ~ 

LED indicators), the 3-Link is ' • - #. 

available for £17.99 and allows you . ' _ 

to connect up to four joysticks, or a 

mixture of joysticks, gamepads, 

steering wheels etc, to one game port. 

Complete with four feet of cable, the 3- 

Link can sit on your desk making it easy to connect and disconnect peripherals. And for 
easy access to each of the sticks connected to the 3-Link, a simple joystick selector allows 
to you choose which of your attached peripherals you want active. 

The best reason for owning a 3-Link, however, is the built-in two-player option. 3ust 
plug in two joysticks and move the selector to two-player mode and you'll finally be able to 
play those two-player games on your PC. 3ust imagine, no more using the keyboard when 
you're trying to score a goal past your mate in kctua Soccer. Sheer luxury or what? 



SPORTS MICE TO INVADE YOUR PC! 


lice come in all shapes and sizes, but now Logic 3 (Tel: 0181 902 2211) have launched 
a new range of 'fun' mice that will brighten up almost anybody's desk. 

First off are the Sports Mice, one in the shape of a golf ball while the other is in the 
shape of a, yes, football. Both retail for £19.99 and feature two front buttons while 
offering 400 dpi resolution. They also ship with their own mouse pad - one being a golf 
course and the other a football pitch. 

The company are also offering a Mouse Burger, complete with cheese, tomato and a 
burger (presumably made from mouse meat) for £14.99! Ideal for anyone who likes visiting 
those well known fast food restaurants, the Burger doesn't come with a mouse mat but it 
does offer three microswitched buttons and a dpi resolution of between 
100 and 4200. 

If you want the latest fashion statement, or you don't 
know what to buy the football- 
mad PC owner in your life, 
these mice make the 
perfect gift. 


ULTIMATE PC i ISSUE THREE | NOVEMBER 1997 

















and is much easier to control. 


German manufacturer, Watcom, has just 


launched the Pen Partner, which comes 


MASTERPILOT 


Price; £49.99 Manufacturer: Qulckshot Contact: Tel (0181) 365 1993 


■like the PC Dash, the Masterpilot aims to remove the hassle 
^ ^ of remembering complex keyboard commands, by putting them 
'll into single key presses. Additionally, this also uses command 
sheets or game cards and comes bundled with a large number 
‘ for games, such as Civilization 2 to Wing Commander 4. 

^1 ■ That, however, is where the similarities end. On the up side, 

’ Masterpilot features more buttons than the PC Dash, 

• although these are purely for aircraft/combat games. There's 
a built-in throttle, a weapons and radar select, a target 
’ ^ button and more. 

On the downside, you can't create your own command sheets 
'— ' Masterpilot. If you want to get hold of the regular 

^ updates Quickshot are planning, you must pay a small fee. 

For this, you get an upgraded plug in cartridge and the 
^ , command sheets to go with it. This is the only way you 

can play the latest games on Quickshofs list - but even 
then, you still can't play every release like you can with PC Dash. 


complete with pen, replacement nib, a pen holder, drivers and a desktop graphics tablet. In 
order to get the pen working properly, you need to plug the pen into either your keyboard, mouse 
or a free serial port at the back of your PC. 

The Pen Partner is widely available from computer superstores and can be bought with no 
software for £74.90. To buy it with a copy of Kai's Soap, a programme that allows you to correct 
images and photographs, costs £84.90, and now you can also buy it with Disney Interactive's Magic 
Artist - a program that explains how to draw famous Disney characters - for £89.90. 

Considering Magic Artist costs nearly £40 on its own, the latter option is great value for money. 


BE CREATIVE WITH THE LATEST GRAPHICS PEN 


f you've ever tried being artistic using a mouse, you'll know how difficult it can be. Creating 
straight lines is hard enough, and if you want to create more complex shapes then you might as well 

forget it. The best way is to consider using a 
graphics pen, which offers much more precision 


Kenpnerais|jcj[^ 


X36F AND X35T 

Model: X36F Flight Controller Price: £69.99 
(£99.99 with X35T throttle rudder system 
Manufacturer: Saitek Contact: (01454) 855050 

pparently named after NASA's X36 tail-less 
experimental fighter - a combat aircraft that was 
unveiled last year and is likely to be the model for 
future fighters - the X36F and X35T throttle 
combine to make one of the most advanced flight 
control systems for the PC. 

The main stick features a high grip rubber 
finish, two rotary controls, 14 digital inputs, two 
eight-way hat switches and a four-way hat switch 
to achieve total motion control in every direction. 

A series fire trigger, missile launcher and a stick 
switch (complete with status LED indicator) allow 
easy access to a wide range of weapon and in-flight 
options. Programming the stick, which incidentally 
offers unlimited programmability, is made easy with 
the windows intuitive programming interface. 

The X36 control system also comes with built-in 
commands for Microsoft's Flight Simulator and 
playing this game while using both the stick and 
throttle offers incredible flexibility and realism. 

Priced at the serious end of the market, the 
X36F and X35T are only going to be bought by 
garners whose favourite genre is flight sims. But 
all those who do invest will find this is about as 
close to flying a real aircraft as you're going to 
get on a PC. 


JOYSTICKS 


Although the Masterpilot works well enough, the PC Dash offers'better value for money. 



VERDICT 

Works well enough, but lacks many 
of the features of the PC Dash 



VERDICT 

Superb ergonomics and amazing 
realism - perfect for all 
flight sIm fans 
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STRATO WARRIOR 

Price: £34.99 

Manufacturer: Quickshot 
Contact: (0181) 3651993 

he ergonomics of the Strato Warrior are 
one of the best features of this Quickshot 
offering. They make it a joystick that can easily 
be used for hours on end without ending up 
with cramp in your hands. 

The curved base, again designed purely for 
right-handed users, allows it to fit comfortably 
in your hands and ready to start blasting away 
the nastiest of enemies! 

An extra long seven feet of cable comes 
with the Strato, meaning you don't need to be 
sitting too close to your PC. And the four fire 
buttons, especially the large button on the 
handle, make for easy shooting. 

A separate foot throttle also comes with the 
Strato, complete with eight feet of cable, which 
connects to the base of the joystick. Athough 
many joysticks feature a throttle on the stick 
itself, having it as a foot pedal makes it much 
easier to use when your hands are busy. A 
brilliant idea. 

For only £35, the Strato Warrior offers 
excellent value for money and was one of the 
best joysticks in our tests. It's well built and 
very easy to use, without offering anything too 
fancy. Top stuff. 


SPECTRAVIDEO 
PC PHANTOM 

Model: PC Phantom Price: £29.99 
Manufacturer: Logic 3 Contact: (0181) 902 2211 

he first thing that hits you when you see the 
competitively priced Spectravideo PC Phantom are 
its impressive looks. Although not as large as 
some of the more expensive joysticks featured 
here, it's a fair size considering it costs under £30. 

Built into the base of the unit is a T-Bar 
Throttle control, offering excellent control when 
used in flight simulations. This will come in 
really handy when you're speeding along a 
runway and take off by pushing the Throttle 
forward - it'll almost seem like the real thing! 

Four high speed microswitched buttons are 
built into the sturdy handle, together with a dual 
speed auto-fire and a 4/8 way view switch. The 
base also features on/off switches for the 
Throttle, auto-fire and the view switch, as well as 
x,y centering wheels, so you can centre the 
joystick with precision. 

The PC Phantom is specifically designed for 
flight simulations, though it performs perfectly 
adequate with all games. With the T-Throttle 
being on the base unit, it's difficult to keep hold 
of, so it can only really be used while on a table. 

If you're left-handed you may have some 
problems using the PC Phantom because of the 
way it's laid out. But overall, this joystick is 
great to use and offers excellent value. 


MICROSOFT SIDEWINDER 

Model: Sidewinder Force Feedback Pro Joystick 
Price: £129.99 Manufacturer: Microsoft 
Contact: (01734) 270 001 

alk about high-tech, this joystick has more 
chips inside it than the average PC. It not only 
features a 25mhz 16bit Microprocessor, there's 
also a hidden digital camera (which helps provide 
you with pinpoint accuracy playing a game, 
optimal speed and no drift) and sensors galore 
built into this! 

The Microsoft Sidewinder Force Feedback Pro is 
a joystick that breaks new ground by introducing 
a new sensory experience to gaming - the sense 
of touch, or force. Via an infrared sensor inside 
the stick, it actually knows when you're grasping 
the handle and reacts according to the software. 
So if, during a supported racing game, you crash 
into a car, you actually feel this through the 
joystick via built in motor mechanisms. 

The stick is also programmable with up to 
16 moves and, during its design stage, it was 
put through over 1 million handle motions and 
trigger presses to test its excellent durability 
and solid construction. 

For the price you also get two games, 
namely MDK: Mission Laguna Beach and 
Interstate '76, both of which have been 
specially re-written for this stick. What's more, 
Microsoft say other games companies are now 
looking to create games to work with the Force 
Feedback mechanism. 

The best joystick on the market. If plenty of 
games companies back it, it could become an 
excellent buy. 


VERDICT 


An excellent joystick which is very 
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easy to use and offers top value 

for money 
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VERDICT 


An impressive looking mid-range 
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joystick that offers great value 
for money. 


VERDICT 


The most advanced joystick ever - 
worth buying if more games appear jj I 
for it. aH 

















QUESTION 1 


UESTION 2 


QUESTION 3 
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Peripherals KHB 


Win a Saitek 
X36 

FUght Stick 
and Throttle! 


■■Itimate PC and Saitek have joined forces to offer 
readers the chance of winning one of two sets of 
their X36F Flight Stick and X35T throttle. Although 
named after Nasa's experimental fighter plane, there's 
nothing experimental about the X36 control system. 
Both have been ergonomically designed to give 
players the most authentic flying experience. 

Boasting numerous features including unlimited 
programmability, a high grip rubber finish, 14 digital 
inputs and three eight-way hat switches, the X36F 
and X35T soar ahead of their rivals in terms of quality 
and performance. For the serious flight sim fen, there 
can be no other choice! 

To stand a chance of winning one of the two sets 
we have up for grabs, simply answer the questions 
below and send the answers to Saitek Stunners, 
Ultimate PC, Rapide Publishing, 1 Roman Court, 48 
New North Road, Exeter, EX4 4EP. Normal Rapie rules 
apply. Closing date for entry 18th December. 


QUESTION 


The X36 control system comes with built in 
commands for which game? 

1. Tomb Raider 

2. Grand Prix 2 

3. Microsoft Flight Simulator 


Who won this years Japanese Grand Prix? 
Was it... 

a) Michael Schumacher 

b) Jacques Villeneuve 

c) Eddie Irvine 


Which team will Damon Hill be driving for 
next year? Is it... 

a) Williams 

b) Jordan 

c) Arrows 


What number car does Damon Hill Drive? 

a) 1 

b) 3 

c) 5 


Ulith a score of 90%, Fire 
International's VRFl X-Cellerator Steering 
Wheel and Foot Pedals is the perfect 
accompaniment to any PC driving 
experience. Priced at just £49.99 it offers 
real value for money and is the essential 
peripheral for speed freaks who want to 
capture the true experience of racing. With 
adjustable tilt for the wheel and Formula 
1-style gear buttons, this is one classy, 
inexpensive piece of equipment - and 
we've got three to give away! All you have 
to do to stand a chance of winning one is 
answer the questions below and send your 
entries to Driving to Success, Ultimate PC, 
Rapide Publishing, 1 Roman Court, 48 New 
North Road, Exeter, EX4 4EP. Closing date 
18th December. 
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InterNet 




What does the Internet have to offer this month? Are sites just another means 
of advertisement for companies or is there a real passion for gaming going into 
the Weh? We find out in our regular internet reviews section, Cyher Space. 


VERDICT 

One of the 
best sites of 
its kind 
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http://www.activislon.com/ 



he opening screen of the 
I Activision home site is a 
catalogue of great games: Quake II, 
Hexen II what more is there to say? 
Activision seem to have cornered the 
first person shooter market and they 
continue to make it their own. The new 
game of this type is Sin. There is 




Player- C ontroUable 
Unit AI 

Control AI settings 
^ to determine each 

^ unit's behavior in f; 

combat. Place a unit J; 

on sentry duty, have 
it harass the enemy, 
or send it on a I 

. suicide mission. 

1 1 Determine whether ^ 
■ * it will retreat for 
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■iiMt. 1 Lifetime Learning 1 

twRAtl ■ 

' -’■Lm Princeton Review products are 

•’•r* 11 ■ - 

' Mindscape's teaming toots are 
your personal tutor. Prepare for 
your next big history test. Polish 
your typing. Or lose yourself In 

108 fascinating years of National 
Geographic. These titles offer 
Knowle^e discovered In 
delightful ways. 


welcome to 

mindsc 
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http://www.mindscape.com/ 


Get building a base with a 
bit of Lego action 


VERDICT 

Mindscape: 
educational 
and traditional 

72 


ore of a serious corporate site 
this one, with several 
references to Online Store dotted about 
the home page. Many of Mindscape's 
products are geared to the more 
education/adult range of the market 
with such software titles as Chessmaster 
5000, National Geographic Interactive 
and Mavis Beacon Teaches Typing. 

On a lighter tangent though, Lego 
Island looks set to be a real winner for 
the kids. The real world of Lego 



Check out this fine selection of games: Quake II and Dark Reign - the best! 


already a preview of the game on this 
site which goes into the detail behind 
the non-linear story and some of the 
new aspects that make up the game. 

You have big weapons and you fire them 
at big mutants, simple as that. 

One of the other big games of the 
moment from Activision is Dark Reign. 
It's 'civilisation saving time' again as 
you intervene in the war between the 
Imperium and Freedom Guard. OK, it 
does take a lot from C & C, but give it a 
chance, it's looking pretty damn good, 
with mission and map editors, about 
thirty five units and more realistic 
computer opponents compared to a 
super brain. The page goes into detail 
about the game giving you up-to-date 
links and previews and downloads. Other 
strategy games on their roster include 
Netstorm and Shanghai, a collection of 


three tile matching games. There is also 
a bunch of pages about the five main 
sims put out by Activision. The Heavy 
Gear and Mechwarnor series' are well 
represented along with Fighter 
Squadron, the World War 2 flight game. 

The Corporate Activision page gives 
what some would say to be the less 
interesting news on the company, with 
financial information, annual reports, 
shareholders info and their mission 
statement. It does make a change to see 
such behind the scenes activity on display. 

What most people are interested in 
these days seems to be demos. Well, 
there are lots of downloadables here 
with Earthworm Jim and Pitfall being 
the highlight demos. 

It is always good to see a site where 
there is far too much on there to talk 
about everything. Well worth a visit. ■ 


building has been transformed onto the 
pixillated 3D world of the computer. 
Apparently the game incorporates play 
activities as well as the more 
traditional games such as racing. 

Players can also build on-screen and 
then explore what they have built! 

The News page tends towards 
repetition and covers pretty much the 
same titles and topics as are available 
elsewhere on the site, so that's not 
really worth spending too much time 
on. There is a piece on Creatures, the 
imaginative AI game that lets players 
create their own lifeforms on their PC. 
Aimed at the younger age range, the 
game boasts the fact that it is non¬ 
violent, educational and good clean 
fun. For those who fall into a slightly 
older age bracket there's Aaron vs. 

Ruth, the baseball game you play in 
the past which utilises motion capture 
technology and all the legendary 
ballparks and players. Each page 



Si 


Mavis Beacon Teaches has 
been one of the top ten 
best-selling consumer software 
programs for ten years, and now 
Mindscape Is releasing the best 
version yet. 

Mindscape and LEOO Qrouo 

offers sneaK preview of ftrit 

CD-ROM game! 


I bet Mavis Beacon could teach me 
a thing or two about touch-typing! 


includes only a few screenshots of 
whatever you are looking at which is a 
bit of a shame - a picture speaks a 
thousand words and all that - and you 
are lucky to get that much textual 
information either other than details 
of the specs and price. 

This site is essentially more of a 
functional brochure than an interactive 
Web page. A few more details and 
specifics about the products new and 
old would really spice this up. ■ 
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http://www.teaml7.co.uk/ 



he makers of l^'orms and its 
I eagerly awaited sequel, Team 
17, have provided a site for fans by 
running the official )Norn\s 2 home 
page. If you haven't had a look at the 
Worms games then this is an excellent 
place to start. 

The site gives you a bit of 
background to the game and how the 
guys developed it. In their first 
installment they talk viewers through 
the process of how exactly they made 
the introduction to the game, if you 
have seen it you will know it to be a 
blast! Soon on the page there will be a 
24-hour chat board totally dedicated to 
Worms 2 so players can discuss tactics 
to improve their gameplay, really 



getting involved in the new game. 
Elsewhere on the Team 17 site they 
dedicated a certain amount of page 
space to current news. Of special 
interest is the announcement of the 
release and chart success of their new 
budget title. Worms United which is the 
original title but with extra samples and 
backgrounds. Another budget game they 
have out at the moment is World Rally 
Fever so check that one out! 

Along with Worms 2 on their big 
title roster the company are also 








The Case of Ihe Missing FMV. 



When I fime needs in Mro se«|uenre Cils Ri)th is our 
man. In Womis 2 Cris was se< Uie dalente of sinsle liaiidly 
sciipting. sketchkit, Aawinc ind rmderkit Ike unvteen 
fame iiHro sequenm. Ols has anwifed It yan us a few 
iiiinules to e^bin just how hr setavt* Us niatir and makes 
lliousandl of Wonin pta)en faB iltaad in pies of iaiitUcf. 

I started work on VVotnis 2 bark hi April The lirsi roiqtte of 
inonllis wrrr sneia on rnnrrols for llir new spiHirnrrs. I 


Worms is one of our favourite games here at Ultimate PC, you will find many 
references in here to these dear little things - just drop by for a fun time 


InterNet 


Games 


Addiction Pinball 


Sneak Prevtew 


^-Speed, white knuckle racing and playing 

I J I pinball close to the edge, can all be 

^ 1 found in the fast paced multi-looping . 

I I Rally Fever table. With manga cartoon 

\ ' styling backed by a rock soundtrack 

j I thrashing your way to pole position has 

i never been so exciting. Stunt ridden 

-i modes with dot-matrix effects and a 

second lay er table enhance the overall sheer driving pleasure of the 
table. If vou thought the Indy 500 was fast you had better buckle 


gM 


preparing to release Addiction Pinball. 
Two years in the making, the team 
must have found it pretty addictive to 
keep up their enthusiasm. Inspired by 
arcade pinball tables. Addiction looks 
set to feature loads of exciting new 
options and uses the characters from 
their other games to add flavour to 
the game. Visit the Games page to 
learn more about it. 

The Team 17 site also boasts a stage 
for some serious on-line gaming. When I 
say serious, I mean play Profits Warning, 
the game of share trading and business 
tycooning. The Team 17 site has a real 
friendly feel to it, lots to read and get 
involved with, a good honest site. ■ 



Money makes the world 
go round and round 


VERDICT 

The long and 
pink world of 
Team 17 
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Hone Niws Top 10 S»*esf5 Demos Links V 


Lost updated: May 17.1997 ^ 

Latest urates' 

> Demos 7th Legwn, Turok, Incubation,&alapa 90 s. SubSjMce 1.26, 

’ 6-Potcc, MogeSkiyer 

^ Nevjs: Total Annihilation out early, Jedi Knight on Oct 9, Dork Reign out 
somewhat 

Coming Soon... 

Welcome to Ace's Place for Games, where you eon find all of the latest 

PC demos and shareware, along with late-breaking news in the industry. 
Also, check out the top 10 gomes available, and reviews of the latest 
gomes Or stop by the links page to find tons of other gaming sites 

Hits since 5/10/96. 

Click on one of the tabs above to go to that area of the site. 

.. If any of ths obovs links don't work pltosc eontoet me. 

BDXEl Hits since 2/19/96 

^ All trodsmarks UTS ths sole property of thsir rtspoctivc owners This page wof 

y created by Terry Carl, Jr. and noy not be reproduced or copied without my 


Jf,' la pcrmtwMin. 


Probably the most visited sites on the Internet are those that are under 
construction. Frustratingly, they tend to be the articles that you want to see 



http://www.enter.net/~terry/index.html 




ot the really the most striking 
of homepages - resembling 
nothing so much as a stack of card 
inlets - visitors have to ignore the lack 
of attractive design and concentrate 

Hoim 7 ^ Tof to ^ ^ Otmot L<i*5 ' 

I'- Lot updated: September 20,1997 

If you come to this page directly, and don't see the menu in the frame 
above, try the Home Page . 

This chart was obtomed from the Internet fC games Charts 
Vote for yoor favorite gomes (vote every week) ^ 

fliOungeon Keeper Bullfrog 

Lost Week: I nor 

Strotegy / RPS 

QlDiablo Blizzard 

Lost Week: 2 Role-Playing 

11', 1 _ t li-.L. ..j 1 ,.... ^ New World 

Check out this week^s top ten 
games chosen by games fans 


more on content with the Ace's page. 
And content is truly in abundance. 
Simply click on the tabs at the top of 
the page to look at the News, Top 10, 
Reviews Demos and Links pages. 

A great deal of the information 
provided on the site is very up to date. 
An impressive number of current demos 
are available from here including 7th 
Legion, Turok and Galapagos to name 
but a few, though you will probably 
have to wait ages for them to 
download. The news is also pretty 
current. Items are posted up a few 
times a week and cover topics such as 
new titles, release announcements, new 
web pages, patches and downloads. The 
page dedicated to the Top 10 is pretty 


■ j Home News Top 10 Reviews Demos ‘ Links 


News 


' Last updated: September 20,1997 

f If you came to this page directly, and don't see the menu in the frame 
. f above, try the Home Page . 

Any news tips should be sent to terry@enter.net 


September 20,1997 


• Total Annihilation (real-time strategy that uses a 3b engine) from 
Cavedoq Entertainment has been released early, and is now available in 
most stores. 


September 17,1997^ 




much just what it says: a chart 
obtained from Internet PC Games Chart 
Vote, a Web page that asks visitors to 
cast their votes for their favourite 
games each week. Good to see that 
people enjoy Dungeon Keeper as much 
as we do here! 

Unfortunately the Reviews page is 
still under construction, last updated 
in May of this year they must have got 
the same builders that have taken 
months on the brick wall outside of our 
office. Who knows when the 'soon' in 
'coming soon' is? 

The site is pretty good but the 
design could really do with 
something eye-catching to make 
people want to return. ■ 


Up to date news, but 
where is the finesse and 
style to maintain interest? 


VERDICT 

Up to date 
and 

informative 

7 
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If you enjoy hooking up to the Net to battle with other gamers, this section is 
for you. This month we've got three new reviews, plus a comprehensive list 
of titles that can currently he played online. 


BB/mia 



Poor graphics and sound 
let down E-On's water 
based racing game, but at 
least there's lots of levels 



The animation is shoddy 
- and the gameplay isn't 
much better. Still, it's free 
to download! 


HOVER RACE 


s far as multiplayer racing games go, 
the only decent title weVe seen so far 
Interstate '76. That wasn't a dedicated 
online game, but E-On's latest multiplayer game. 
Hover Race, has been specially designed with Net 
gaming in mind. 

As you are probably already aware, you must 
have an account with E-On to use the game, as 
you will be prompted to input a user name and 
password when attempting to load it. However, 
if you haven't already got an account with them, 
then I really wouldn't bother signing up just to 
play Hover Race - it's a big disappointment. 

Before you race, you will first have to enter 
the 'Meeting Room' - which is where you will meet 
the rest of the challengers. Here you can chat to 
them before the battle and decide on a level of 
difficulty to play at. Then it's into the game - and 
that's where it all gets a bit shifty. 

The first thing you'll notice is that the in-game 
graphics are very poor, as well as the animation. 
As for the sounds - well, they're strikingly similar 
to Windows 95's own motley bleeps and whizzes. 
Controlling the craft is done with the directional 
keys, plus both the shift and control buttons for 



has been 


acceleration and firing your rather lame rocket, 
which merely slows down your targeted opponent, 
instead of blowing him into oblivion, like it should. 
Of course, since E-On are an online family channel, 
the creators had to be careful about the amount 
of violence in the game - so don't expect to be 
able to pick up mini guns or rocket launchers. 

There's a huge selection of levels for you to 
choose from in Hover Race, but unfortunately they 
are all more or less the same, comprising of an 
unexciting mix of jumps, speed pads and pit stops 
for re-fuelling your craft. 

And that brings me onto the vehicle - quite 
frankly, it's pathetic. For starters it looks like one 
of those water slide tyres and the so-called thrust 
animation consists of just two or three frames. 

I know what makes a good game (having worked 
on video games magazines for two years helps!) 
and as far as I can see. Hover Race just hasn't got 
the necessary qualities. It's an extremely plain 
title, that shows a lot of wasted potential. You 
get what you pay for, and Hover Race is free for 
download - 'nuff said! ■ 

Format: PC 

Company: Entertainment Online 
Price: N/A - Free for download 
Website: http://www.e-on.co.uk 



Graphically Hover Race is a 
major let down - there are 
better multiplayer racing 
games around 


VERDICT 

Definitely not 
worth joining 
E-On for! 



Title _ Company _ Genre _ Web Site _ Platform _ Price _ Rating 


Air Warrior Interactive Magic Flight Sim www.imagicgames.co.uk Win 95 £30 N/A 



Doom 2 id _ _ First Person $hoot-'em-up www.idsoftware.co.uk _ Win 95 _ £30 _ N/A 


Duke Nukem 3D id First Person Shoot-'em-up www.idsoftware.co.uk Win 95 £30 N/A 


Flying Corps_Empire_Flight Sim_www.empire.co.uk_Win 95_£34.99_N/A 


Hover Race E-On Racer www.e-on.co.uk Win 95 By Subscription 3/10 


Interstate 176 _ Activision _ Car Shoot-'em-up _ www.activision.com/i76 Win 95 _ £30 _ 8/10 


Iron Wolves Online Naval Sim www.uboat.com Win 95 By Subscription N/A 


Meridian 59_3D0_RPG_ www.meridian.3do.com Win 95_£20_8/10 


Motor Racer Electronic Arts Racing www.ea.com PC £39.99 N/A 


Pod _ Ubi Soft _ Racing _ www.ubisoft.com _ Win 95_ _ £44.99 N/A 


Profits Warning Team 17 Business Sim www.teaml7.com Win 95 £15 per game N/A 


Pro Pinball Timeshock_Empire_Arcade Sim_www.empire.co.uk_Win 95/Win 3.1/Dos £29.99_ 


Planetary Raiders _ Interactive Magic Online Space Combat Trading _ www.imagicgames.co.uk Win 95 _ By Subscription _ N/A 



X-Wing Vs Tie Fighter _ LucasArts _ Space Shoot-'em-up _ www.lucasarts.com _ Win 95 _ £30 _ 8/10 


Outlaws_LucasArts_First Person Shoot-'em-up www.lucasarts.com _ Win 95 _ £34 _ 5/10 


Warbirds Interactive Magic Online Online Dog Fighting www.imagicgames.co.uk Win 95 By Subscription N/A 


i 
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Multi Player 





As the railroads spread 
westward, the Vlild West 
was tamed - at least it was 
until you arrived! 



OUTLAWS 



ollowing on from LucasArt's other first 
person perspective shooters, such as 
Dark Forces, this is quite unusual - rather than 
being set in the future, Outlaws is based around 
action in the Wild West. 

You play Marshal James Anderson, a tough but 
fair lawman who needs revenge. While investigating 
the murder of his father, which occurred whilst he 
was young, the Marshal somehow incurred the 
wrath of a bunch of outlaws, who murdered his 
wife and kidnapped his daughter. This is where you 
come in - blasting your way right through packs 
of the meanest, low down and dirty, scum-sucking 
outlaws and crims - in an attempt to find your 
beloved only daughter. 

Actually the engine itself is surprisingly slow 
and jerky - much more so than Quake at its worst 
- however, the graphics are extremely clear and 
you can always down the resolution if you find 
that the jerkiness is too much for you. A Pentium 
120 is okay, but we would recommend you try 
before you buy. 

Aside from the differences in plot and setting. 
Outlaws is really reminiscent of Doom, The title's 
characters are basically the same two dimensional 
sprites (instead of the fancier polygon enemies of 
Quake) and some of the weapons are also similar. 
Talking of artillery, you start off with your poor 




six-shooter and can then pick up bowie knives 
(for throwing), a single barrel shotgun, a double 
barrel shotgun, .44 rifle and more - including 
sticks of dynamite! 

Unfortunately the multiplayer methods are not 
adequately explained, and do leave a lot to the 
imagination - in order to test them out I had to 
find my way around both LucasArts' Rebel HQ and 
Microsoft's Zone sites, and download several Megs 
worth of software to get it working. Unless you 
know someone who is willing to host a game, 
you've got little choice - and Microsoft's Zone is 
a severe pain to use, with a very clinical feel to it. 

In the game itself. Lag isn't much of a problem. 
However, just about everything else is. All the 
characters in multiplayer mode are odd blue or 
red 'ghosts' which drift translucently. They are 
nearly impossible to kill it seems, since most Net 
advisories are hardened gamers. The whole thing 
is mind-bogglingly difficult played over a network. 

For one player fun Outlaws is pretty good - 
but we don't recommend playing it in Interr 
mode, unless of course you have a blistering 
fast PC and a similarly well-equipped Internet 
connection too.B 

Company: LucasArts 
Genre: Tirst Person Shoot-'em-up 
Website: www.lucasarts.com 
Platform: Win 95 
Price: £34 


Outlaws is packed with 
big gun-totin^, six-shootin^ 
characters for players to 
chase around and blast to 
tiny pieces 


VERDICT 

Incredibly hard 
when played 
over a network 

6 

5 





VERDICT 

An absolute 
nightmare to 
try and control 

66 


STRATAGEM 



ommand and Conquer the Internet!' as 
I E-On exclaim in the publicity blurb for 
their latest online gaming adventure. E-On have 
sadly released a string of extremely bad products 
recently and - despite all their best intentions - 
their online games are vastly inferior to their big 
budget counterparts. E-On just haven't had the 
budget to hire top programming teams for their 
games, it seems - but will Stratagem be able to 
break the mould? 

Maybe. It's a Dune 2lCommand and Conquer/ 
Red Alert clone, which means it's a bird's-eye view 
war game. Up to 32 players can fight it out on 
one single map, using a combination of strategy 
and extreme violence. Unfortunately the game 
cannot be played solo - unless you want to try 
the tutorial game. 

Sounds good doesn't it? A nice interactive game 
with blood, guts, and jolly music. Well it isn't. 
This game is pathetic. It reeks of poor shareware 
production. For one thing, the mouse pointer left 




Company: Entertainment Online 

Genre: Strategy 

Website: wwwe-on.co.uk 

Platform: Win 95 

Price: Via E-On Subscription 
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a weird trail along the control bar, which covers 
a good part of the right hand side of the screen. 
It went over an area of it, and then wasn't even 
deleted, so the screen ended up with hundreds 
of little mouse pointers all over the place. 

Secondly, the game is an absolute nightmare 
to control - even with instructions sitting on my 
lap, it just doesn't make the slightest bit of sense. 
Yes, it does have its nice touches - such as the 
senseless murder of the sheep, and the little men 
that go 'Yes, Squire' every time you click on them, 
but what's the point? 

If you stick with it for a few years this may 
yield some rewards, but I for one can't stand the 
damned game. If you're a huge strategy fan and 
already have an E-On account, then it might be 
worth downloading, but for anyone else this is 
well worth avoiding. ■ 


Real-time strategy in C&C 
style, but without the fun 
or the great graphics 
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Subscribe 


_ Get 12 issues.for* the price of nine! 

Subscribe to Ultimate PC with our special order form and your subscription saves 
you £10.50 off tbe cover price and gives you free delivery eacii month. % * 


rust UltimateJ^C to be the first PC gcfhes magazine to bring 
you the biggest and best new gan\es. Every issue our First 
Sighting section will have in-depth coverage of the development 
of a host of stunning new titles due* for release soon on the PC. 


■ ■ henever a game is nearing conipletion, we'll ensure that UmMAiE 
PC keeps its readers bang up-to-date* with how the title is progressing. 

► Our preview section i§ always packed with the very latest exciting 
images, exclusive interviews and entertaining information.* 
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Excalibur. 


The old Arthurian legend gets a new | 
twist in the plot, when some fiendish 
villains from the future steal the sword 
Excalihur. Save future generations from 
an eternity of oppression with the help 
of our exclusive complete guide. 


LEVEL 1 - ORT UAIDERWORLD 


From the start go to Room 3 and speak to Trador. 

Go to Room 5 and get the Glass from the table. 

Go to Room 6 and get the Key from behind the rocks. 



START 




Go to Room 8 and speak to the Ort Conman. 

Go to Room 9 and kill the Ort Guard then use the Key on the door. 

Go to Room 21 and kill the Ort Scumbag then pick up the Human Flesh. 

Go to Room 19 and speak to the Barman. 

Give him the Glass. He will then give you the Grog. 

Go to Room 11 and drop the piece of Human Flesh near to the rat hole. 

Pick up Cecil the Rat when he comes out of the hole. 

Go back to Room 8 and give the Bottle of Grog to the Ort Conman, he will give you a Key. 
Go to Room 16 and unlock the east door. 

Speak to the Tramp and give him Cecil the Rat. He will give you the Medikit. 

Go to Room 3 and give Trador the Medikit. He will give you a Power Cell. 

Go to Room 1 and give the Power Cell to the Robot. 

He will open the door. Go through this to complete the level. 


START } 

L ^ J 


Is 

1 4 1 





■ 2 1 



|b 



, LEVEL 2 - DEATH CRYPT 


From the start go to Room 5 and get the Log. 

Go to Room 11 and get the second Log. 

Go to Room 10 and give the Dry Logs to the Hag. She will give you the Healing Potion in return 
Go to Room 1 and give the Healing Potion to the stung man. He will give you the Lucky Charm. 
Go to Room 11. Use the Lucky Charm to unlock the door. 

Carefully time your run down corridor 13 to miss the fireballs. 

Go to Room 22. Kill the Reaper and pick up the Lab Key. 

Go to Room 30 ,using the Lab Key to open the door. 

Pick up the Large Mallet. 

Go to Room 14 and give the Large Mallet to the Undertaker. He will unlock the door to Room 28 
Go to Room 28 and get the Eagle Crest on the Tombstone. Get the Key. 

Use the Key to unlock the door to Room 31. Turn the power off with the lever. 

Go to Room 30. Wait for the monster to get up, then kill the monster. 

Talk to the Scientist. Exit to Room 29 to complete the level. 
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LEVEL 3 - THE TRAPPINGS 


From the start, go to Room 1, kill the Ort guards, then 
go to Room 2. 

Pick up the Instant Iron Ore then go to Room 3. 

Speak to the Locksmith, push the switch. Then go to 
Room 4 and pick up the Garlic. 

Go to Room 9 and get the Phoenix Egg. 

Go to Room 12, push the switch behind the boxes and 
quickly exit through the east door. 

Go straight to Room 14 and get the Crystal. 

Go back to Room 13, quickly push the switch, use the 
teleporter and go through the west door. 

In Room 15 pick up the Spell Recipe, then exit using 
the teleporter. 

Go to Room 10, mix the Spell of Fragmentation and use 
it on the trapped Accountant. 

Follow the Accountant and pick up the Pens and Paper 
from the desk. 

Go to Room 11, give the Missionary the Pens and Paper 
and receive the Healing Potion. 

Go to Room 4, give the Potion to the Old Woman and 
receive the Ort Key. 


Use the Ort Key to open Room 5. Kill the Guard and pick 'r ^ 

up the Locket. v 

Go to Room 12, follow the same sequence as before to get _ W . 

you to Room 15. 

Push the switch and quickly go east. Push the switch there and enter the teleporter. 

Quickly go through the west door, then push the switch there and go through the teleporter. 

Push the switch and quickly use the teleporter, run through the south door which takes you to Room 16. 

Push the switch behind the boxes, then quickly run through Room 17 to Room 18. 

Give the Locket to the Old Man, he will turn off the force field, then go and get the Bottle of Booze from the 
southern room. 

Use the teleporter to go to Room 12, go to Room 3 and give the Bottle of Booze to the Drunken Locksmith. 
Combine Key Mould with Instant Iron Ore to make Iron Key. 

Use the Iron Key on the door which is north, then east of Room 12. 

Go to Room 23, enter and pick up the Spell Recipe. 

Go to Room 21, kill the guards, take the Prison Key, use it to enter Room 22 and pick up the Water Pouch. 

Go to the corridor east of the Bridge, hit the secret door (right of the normal door) and go through it. 

Open the secret door to Room 24, enter and use the Water Pouch with the Barrel of Water. 

Go to Room 22, pick up the Beetle and use the Full Water Pouch with the prisoner. He will give you a Ring. 

Smash the Crate in front of Room 19, give the woman the key and receive the Alpha Key. 

Go to the corridor outside Room 24, east through the cables, pick up the Sulphur, then go south. 

Push the switch in the next corridor, then get back to the other side of the force field and push the other switch 
Go to Room 25, mix Spell of Enchantment, us it on the Robber, he will not move out of the way. 

Go to Room 26 and pick up the Dynamite. 

Drop the Dynamite in front of the treasure chest in the south eastern corner of Room 27. 

Go and hide behind the crates. When the captain goes to his treasure, run to his room and get the Omega Key. 

Go back to Room 6 and use the teleporter, which will take you to Room Two. 

Use the Alpha and Omega keys on the shuttered door and exit to complete the level. 
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Solution 
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mmmmi 


LEVEL 4 - THE SEWER 

From the start, work your way to Room 5, by going through Rooms 8, 9 and 4. 

Open the secret door to Room 10 and use the teleporter to Room 11. 

Quickly open the secret door (using your sword) to Room 12. 

Kill all of the Robbers in Rooms 12-15 and 17-18. This will unlock the door to Room 20. 

Go to Room 24 and kill the Ratman. Talk to the Cripple and he will give you a Key. 

Go to Room 16, use the Key to open the door and pick up the Phoenix Egg. 

Next kill the Spider in Room 27 and get the Spell Recipe. 

Go to Room 29 and use the teleporter which will take you to Room 30. 

Pick up the Access Card from Room 32 and go to Room 40. From here pick up the Lava Toad. 

Go to Room 43, mix the Spell of Fire and use it on the crate. 

The paths labelled in the diagram can be found in Room 9. 

Go to Room 45: 

Follow path 1 - Then flip the switch. 

Follow path 2 - Enter Room 46 and use the Access Card to activate teleporters. 

Follow path 3 - To return to the entrance. 

Then go to Room 47 and use the teleporter to Room 48. .. ^ ^ -’S' ' V - ' ^-- ’1 

Finally, go to Room 9 and stand on the teleporter in the '/ii I 

centre to complete the level. '? ■ i 


Fight against all manner of strange fellows, both living and mechanical, and maybe one of those glowing boxes will contain a slightly longer dress 






I ; i f ■ ■ 

1. - I. 




I .1^ 
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id get Red Code. 

23. 

the Yellow Code (312) then teleport back to Room 23, 
the Green Code (231) then teleport back to Room 23, 
! NW teleporter to Room 28, go to Room 26, enter the 
1) then teleport back to Room 23. 
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ECO SECTOR 


LEVEL 5 






What's behind that door? Find out 
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LEVEL 6 - FABIAN WATER HOLD 


Starting in Room 27, pick up the Flare. 

Go to Room 19 and pick up the Spell Recipe. 

Go to Room 20. Pick up the Lava Toad. Interact with the vending 
machine, find a coin in the Coin Return slot. 

Go to Room 18. Pick up the Phoenix Egg. 

Go back to the vending machine in Room 27. Use the Coin on the 
vending machine to get the Comic. 

Go to Room 21. Get the Access Card and the Spell Recipe. 

Go back to Room 25. Mix the Fireball spell, and use it to destroy 
the crate. Pick up the Wooden Stick left by the crate. 

Go to Room 24. Kill the guard and pick up the 
Battery Powered Radio. 

Return to Room 20. Give the Comic to the Repair Man, who gives 
you an Oil Can. 

Go to Room 17. Use the Access Card on the access device. 

Proceed to Room 14 and get the Beetle. 

Go to Room 13, pick up the Handle and the Toadstool. 

Go to Room 11 and use the Flare to scare the Gorilla. 

Go to Room 12. Mix the Spell of Healing and use it on 
the Caretaker. Wait for the Caretaker to reach his 
console. Give him the Radio, allowing him to unlock the 
door to Room 11. 

Go to Room 2. Use the handle on the Control Panel. 

Go to Room 9. Use the Oil Can on the control panel, 
then use the Wooden Stick on the control panel. 

Go to Room 18. Talk to the Waterman, 
who gives you a Key. 


Useful fact: most fantasy villains are colour blind 


Go to Room 31. Kill both Technicians (the last one drops 
a Security Pass). 

Pick up the Security Pass. Use the Key 
to unlock the barrier. 

Go to Room 32. Use a Fireball Spell on the control panel. 
Go to Room 35. Use the Security Pass on the small panel. 
Go to Room 36. Kill all the guards. ^ 

Talk to Fliptop. 

Walk through the west door to 
complete the level. 
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LEVEL 7 - FABIAN CENTRAL 


Go to Room 1, get the Torus Key, which unlocks the door to Room 22. 
In Room 22, pick up both of the Spell Recipes. 

Go to Room 3 and pick up the Pencil and Paper. 

Go to Room 8. Press the button on the wall, then quickly run to 
Room 5 via Room 4. (The buttons unlock their opposite 
doors for a limited time). 

Get the Feather from Room 5. 

Go to Room 6 and get the Dead Rat. 

Go to Room 24 and get the Rat Poison. 

Go to Room 10. press the button, which unlocks the secret door 
to Room 9. 

Get the Sulphur from Room 9. Go to Room 12, then 
combine the Feather and Sulphur to produce the 
||[||||||H Spell of Keys. 

Use the Spell of Keys to gain entry to Room 25. 

^ Combine the Dead Rat (or the Water Bottle) and the 

P Poison to produce the Poisoned Food (or Drink). 

Give the Poisoned Food to the Ogre. 

Proceed to Room 21. Give the Dagger to the Thief 
who gives you a Coin return. 

Pick up the Toadstool. 

Return to Room 6. Use the Coin on the vending machine 
IjlUH to get a Drink. 

iPHl Go to Room 17. Give the Drink to the thirsty man to get 
another Drink. 

■j^E Get the Rations. 

1 ^^ Go to Room 5 and push the button to open both 
of the west doors. 

Go to Room 7. Enter the code (1682) by walking over 
on the pads. 

BB Enter the teleporter to Room 11. Get the Voice Synthesis Unit. 

Return to Room 13. Talk to Flal and give him the Pad, then talk 
to him again. 

Give him the Voice Synthesis Unit, for which he gives you a Skull. 

Go to Room 15. Use the Spell of Shadows. You should now be able to 
pass through the narrow corridor without being shot to pieces. 

Go to Room 19. Give the Rations to the guard. Allow him to walk 
away, then step through the exit door to complete the level. 


LEVEL 8 - THE PRISON 


Start in Room 10. Go to Room 11 and talk to the Mechanic. 

Go to Room 13 and pick up the Clock. 

Go to Room 9, talk to the Guard and swap the Clock for the Access Card. 
Go to Room 1 and pick up the Translator. 

Go to Room 8, give the Translator to the Old Man and talk to him. 

Go to Room 7, pick up the Food and go to Room 15. 

Use the Access Card on the control booth to disable 
the ^B 

Talk to the Ort Prisoner with the feminine 
and get the Spell Recipe. 

Go to Room 14, pick up the Crystal and find H 

the secret door in the south west (told by the 
Old Man) 

Go to Room 16, pick up the Skull and the Food. | 

Go to Room 5 but stay away from the vicious Guard 
with the bayonet. 

Mix and use the Spell of Armour, then fight the guard 
before the spell runs out. 

Go to Room 6 and pick up the Fuses. 

Go to Room 11 and give the Fuses to the Mechanic. 

Go to Room 12 and use the teleporter which takes you to Room 18. 
Speak to Oscar and pick up the Food if your ^BIBiL. 

health is low. 

Go to Room press 

the buttons the "BBI^Bl^ 

order: Red, Green and Blue. 

Go east through the caves to Room 22 BBI^fll 

where you will find Agent 990's body. UlSk 

Pick up the Plans and then go ^^^B — 

back to Room 18. ^BHV^UPBJMB 

Give the plans to Oscar and he will |||||||J|Sj^Byy|^B 

unlock the door to the south. 

Exit south to complete the level. 
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Solution 


LEVEL 9 - ELYSIAN LABYRINTH 


Activate levers 1, 3 and 4 (numbered Left to right) to remove all laser bars. 

H Go to Room 12. Get the Coin and the Sulphur. 

n Go to Room 8. Use Coin on the vending machine to get the Electrical Slush. 

Go to Room 14. Use the Electrical Slush on the control panel to deactivate the 
■H force field in Room 15. 

Go to Room 16. Activate the lever, which unlocks the door, then go to Room 19 
(via room 17 then 18) 

IB Go to Room 22. Activate the lever, which turns off the force field in Room 20. 

Go to Room 36. Get the Remote Control. 

*** Go to Room 37. Activate the lever to turn on the teleporter. 

Teleport to Room 38. Activate lever 3. 

Teleport to Room 39. Activate lever 1. 

Teleport to Room 40. Activate lever 3. 

Teleport to Room 40. Activate lever 2. 

m m Teleport to Room 42. Activate lever 1, and then pick up the CD 

“■■■jBjl on the floor. 

_ Teleport to Room 43. Activate lever 1. 

rjj|||||||||J||H^ Teleport to Room 44. Activate lever 3. 

Teleport to Room 42. Activate the lever to open the door and pick 
I up the Door Key. 

Go to Room 25. Activate the secret door leading to Room 27. 

Go to Room 28. Get the Food. 

Use the Door Key to open the door to Room 29. 

Go to Room 31. Teleport to Room 32. Talk to the Seer in Room 33 to get the Spell Recipe. 

Get the Beetle from the floor. Mix the Spell of 
^ Enchantment. 

'Go to Room 32. Teleport to Room 24. 

Room 6. Use the Spell of Enchantment to scare the Eunuch Guard, 
BpHjH^^fRQIIllll^^ then activate the lever to get the Moonstone. 

to Room 33. Give the Moonstone to the Seer. Go to Room 34. 

^ Teleport to the End Room. Insert the CD into the CD Player. Use the 

remote to select track 5. 

(Wagner's 'Ride of the Valkeries') 

Use the wall mounted lever to open the exit door 
and complete the level. 

Drop the Mouse so it moves towards the force field. 

Use the lever to unlock the door to Room 18, go in 
and talk to Oscar. 

Go to Room 19 and teleport back to Room 3. 

In Room 3, talk to Ed and receive the Cell Key. Wait 
for the alarms to sound and unlock the door using 
the Cell Key. 

Go to Room 5, use lever. Go to Room 6, talk to the 
Chemist and get the Access Card, 

Go to Room 4, use the Access 
Card to get to Room 7. 

Go to Room 7, talk to the 
Traitor and kill him. 

Go to Room 8 and complete 
the Level. 


LEVEL 10 - 
SUBTERRANIA 


Starting in Room 1, go to Room 2 and pick up 
the Crystal. 

Go to Room 3, pick up the Spell Recipe and talk to Ed. 
Go to Room 9, talk to the Barman, read the Spell 
Recipe and mix the Spell of Armour. 

Go to Room 10, cast the Spell of Armour and kill 
the Gladiator. Once dead, pick up the Gladiator 
Key and the Apple. 

Go to Room 9 and use the Gladiator Key to get 
into Room 11. 

In Room 11 pick up the Toy Key. 

Go to Room 13 and talk to the Hungry Doctor. 

Go to Room 14, pick up the Bread and find the 
secret door to Room 15. 

In Room 15 use the teleporter to Room 20. 

Go to Room 22 and pick up the Bottle of Hedonica. 
Go to Room 13 (via the teleporter in Room 20) 
combine Hedonica and Bread to make a Sandwich. 
Give the Sandwich to the doctor and he will give 
you a Battery. 

Go to Room 21 (via Room 15) put the Battery in 
the Medipack machine. 

Use the lever to open the hatch and pick up the 
Medipack. 

Go to Room 24, give the Medipack to the sick 
dad and get the Map from him. 

Go to Room 16, kill enemy, give the Map to the 
boy and get the Toy Mouse. 


There there, don't cry. Look, I'll show you my sword 
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Don't these Ninja blokes 
ever get the message? 


LEVEL 12- 
DELAVAR'S LAIR 

Starts from Room 25. Go to Room 15 and pick up 
the Phoenix Egg. 

Go to Room 24, pick up the Air Rune. 

Go to Room 31, pick up the Fire Rune. 

Go to Room 29, pick up the Asbestos Mat. 

Go to Room 9, pick up the Lava Toad. 

Go to Room 26, pick up the Earth Rune. 

Go to Room 23, pick up the Key. 

Go to Room 16. Unlock and enter Room 17, pick 
up the Spell Recipe. 

Go to Room 11, pick up the Key and then go to 
Room 6. 

Use the Asbestos Mat to block one of the fireball 
holes and pick up the Brass Cock. 

Go to Room 5, pick up the Water Rune. 

Go to Room 8 and put the Air Rune and Brass 
Cock on the correct altars. 

Defeat the Air Goddess and pick up the Air Globe 
out of the holder. 

Go to Room 19, unlock the door to Room 18 and 
go inside. 

Interact with the fountains to turn them off - 
one of them is jammed and needs a Fireball 
Spell to shift it. 




Pick up the Serpent Charm and go to Room 27. 
Use the Water Rune and Serpent Charm on the 
correct altars. 

Defeat the Water Serpent and pick up the 
Water Globe. 

Go to Room 13, pick up the Key and unlock the 
door to Room 7. 

Go to Room 4 and pick up the Key. 

Go to Room 2, press the two books to reveal the 
hidden door. 

Go to Room 1, hit the four fire statues to make them 
point away from the Book, then pick up the Book. 

Go to Room 7, put the Fire Rune and Book onto 
the correct altars. 

Defeat the Fire God and pick up the Fire Globe. 

Go to Room 22, unlock the door to Room 28, 
then go to Room 32. 

Talk to the Prisoner, pick up the Rat, give the Rat 
to the prisoner and take the Clay Ball. 

Go to Room 28, put the Earth Rune and Clay Ball 
on to the altars. 

Kill the Earth God and get the Earth Globe. 

Go to Room 15 and put the Globes onto the 
correct coloured mountings in the corners 
of the room. 

This will open the exit door. 

Go to Room 10 to complete the level. 


The awful fate that awaits obsessive slimmers 


LEVEL 13 - PROJECT EDEN 


Starts in Room One 

Time your run down Room 2 to miss the fireballs. 

In Room 3, to kill Delevar you must reflect his energy bolts back by 
carefully timing your sword strokes. 

After defeating him go to Room 4 and exit through the southern door 
to reach the time machine and complete the game. ■ 
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PlayersGuide 




Take the time to enjoy 
the gorgeous rendered 
graphics with our guide 


Multiplayer tips 

The Art of Artillery: When moving Atrils 
or Barragers, always accompany them 
with Ortu or Osprey (flying units) and 
two or three troopers. The flying units 
increase the artillery range and the 
troopers ward off flying units. If you're 
attacked by a lot of ground units you 
can upgrade the weapons on your flying 
units until help arrives. 

Call 999!: Once you've built a good 
number of healer units (Zisp or 
Medicraft) select them all, and group 
them as group number nine by hitting G 
9 on the keyboard. Now, when you're 
getting your butt kicked just hit 9 for 
some fast help where you need it. 


Q 

Aliens aren't supposed to exist, but if Gametek's real-time 
strategy title, Dank Colony, is anything to go by, they not 
only exist - they're spoiling for a fight too! 


Get Outta There: Sometimes when 
you select a bunch of units and send 
them to battle, the speedy healers end 
up in the thick of things and get 
killed. Hit F4 and get them the hell out 
of there. 

Be a Bastard: Place mines (Sentinels 
or Sloms) on Petra-7 vents before 
exploiting them. If the enemy destroys 
your Brozaar or Exploiter, you can watch 


and laugh as they blindly send their 
own craft to its demise. 

Sabotage: Placing mines on inactive 
vents early in a battle serves three 
purposes: it allows you to always have a 
view of that mine, so you'll know right 
away when it erupts; it prevents others 
from placing their own mines on the 
vent and if your enemy gets to the vent 
first - kaboom! 



All campaigns to outlaw Mine Eyes Have 

land mines carry a Dark SCCn tllC CfOPy 

Colony exemption Deployed mines make ideal 'invisible 

_ eyes' for increasing artillery range. 

A Bridge Too Far: A recipe for 
capturing bridges. You will need: three 
or four Atrils or Barragers, two or three 
Xenoworts or Firestorms, three Sentinels 
or Sloms and two Sy-Demons or Reapers. 



Above Left: Last night's tea was followed by some explosive bowel action 


Deploy the Sentinels or Sloms on the far 
side of the bridge to extend your vision 
radius, deploy your Xenoworts or 
Firestorms on your side of the bridge and 
put your Atrils or Barragers behind them. 
Now watch the enemy die as they try to 
cross your bridge of death. For long 
battles put some healer units behind 
your Atrils or Barragers. 

Cheat codes: In Multiplayer games or 
single player wars, entering 'slag net' in 
the chat bar will reveal the battlefield 
map. The map is revealed to all players - 
including any AI players. 

Cheat codes: If you enter 'we need 


equipment' during a single player war or 
Multiplayer game, all players receive an 
extra 10000 Petra-7 units. That includes 
AI players too, so don't be too greedy! 
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Lunacy 

Lead programmer, Andy says: 

"The cheapest and most effective way 
to defend Petra-7 vents is with 
Atrils/Barragers and 
Xenoworts/Firestorms." 

In Multiplayer games, hoard your 
artifacts in one of the corners of the 
map - nobody ever looks there. 

When your own units are under the 
effect of the Lunatic (fighting amongst 
themselves) put the units in move mode 
and move them away: they seem to snap 
right out of it. If an enemy in a Multiplayer 
game is wise to this tip, just use the 
Lunatic on their Xenoworts/Barragers since 
they can't be moved. 

The Healthwatch system: If you have 
enough money to build healers, build 
about ten of them and scatter them 
around the area surrounding your base. 
When you're in a battle you can heal 
units without taking your mind off the 
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battle. Here's how: during battle you 
notice three units have just about had 
it. Select them, then press 'W' for 
waypoint, click on the far side of your 
city on the mini-map, then click back in 
the battle somewhere. 

Group your commander as a group of 
one and you can always select him 
anywhere on the map by pressing: '1'. 

Alien commanders: don't try to abduct 
buildings, other commanders, mines or 



alien artifacts 'cause it won't work. 

Don't deploy the Kaox (the mobile mass 
destruction device) or the Maktor (matter 
attraction device) directly over a river or a 
bridge, or it may not deploy properly. 

Protect your vents as if they were 
your base. 

If you put Ortus/Osprey in move 
mode instead of attack, they can scout 
the battlefield without stopping to 
bomb everything they come across. 


Useful advice for all you budding alien commanders out there 


Campaign Tips 

In the 'And Then There Was One' mission 
in the Grey campaign, get out as fast as 
you can and defend narrow points of 
the battlefield or bridges - if they pass 
the bridges, all is lost. 

In the 'Roswell Revisited' mission in 
the Grey campaign, try to stay away from 
conflict and do not engage in battle. If 
there is a threat, run back and wait. 

In the 'Silent Strike' mission in the 
human campaign, build a research centre 
so you can get access to all the artifacts. 
Even though letting council members 
reach the enemy's base will cause attacks 
on your own base, you're better off 
finding and defending the vents. 

In the 'Spider Canyon' mission in the 
Grey campaign, make sure you send your 
Orates out to find the Gores early in the 
mission. A Gore can steal Petra-7 from 
vents from long distances; you'll have to 
experiment a bit to see what works. 
Another unit must be in visual range of 
the vent but once the Gore begins to 
steal, the visual connection can be 



Alienation sweepin da nation 


broken and he will continue to steal. To 
active the steal function hit the ENTER 
key while the Gore is selected. 

In the 'Shattered Front' mission in 
the human campaign, find all the 
wounded Oregon units and heal them as 
fast as you can. You should look for 
easily defended positions. 

In the human mission 'Last Front', 
try to cut off each enemy base's access 
routes, then cut off the northern base 
and block their reinforcements from the 
south east. 


You don't need anything more than a 
Firestorm to defend each vent. 

In the 'Earth Intervenes' mission in 
the Grey campaign, it is essential to 
find the best defensive positions such 
as bridges, narrow passes, etc. There are 
several areas on this map, such as cliffs, 
where you can gain a tactical advantage 
over the northern base. Explore the map 
very carefully to find access to these 
tactical locations. 

In the 'Extermination' in the human 
campaign, take all the vents on the 
southern part of the map as quickly as 
possible. In the middle of the map seal 
off the grey's southern route, then 
continue on to the east to take out 
Stratus first. Save the breeding pods for 
last, as they will interfere with your 
attack on the Greys. If you attack to 
the north of the Grey base your units 
won't become entangled with the 
breeding pods. ■ 



We undergo the Shattered Front mission every morning on the way to work 
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Save breeding pods - they 
make handy containers 
for most kitchen utensils 
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'n»Feeble Files 



Turning a loyal citizen into a 
raging anarchist isn't easy, 
especially when he's Feehle... 


Section 1 

Hints and Tips for Smashing the State 


The Asteroid Belt 

Unfortunately, Feeble starts out as a real paragon of 
loyalty to the Company and its evil mechanisms of 
indoctrination and control. He is a mild-mannered 
conformist in every way, paralysed by a mixture of 
- and adoration for - the Omnibrain and the Company, 
he epitomises everything we hate about life under 
the brain stem of oppression. We have, however, 
spotted within him latent potential, that is 
just waiting to be awoken. We are quietly quite 
confident that, after a few confrontations with the 
inhuman Company bullies that abound in the local 
asteroid belt, our hero will eventually see sense and 
willingly join our fight. We will, of course, try our 
best to 'nudge' him in the right direction (although 
he may not thank us for it, the ungrateful swine). 

One important point to bear in mind at all times 
is this: talk is cheap, and it often yields great rewards. 
That's what I call value for money. 


1. Leavuig the Ministry Asteroid 

• The mechanics in this sector are very prompt - no 
sooner said than done. 


• Even though you're a loyal citizen at this point, it 
might be best to look to a model of rebellion for help. 

• James Dean is one of the biggest names associated 
with insurrection in the galaxy - what a shame he's 
only tiny here. Perhaps his molecules are just the 
wrong size? (1) 

2. De-briefiiig at the Ministry HQ 

• Feeble really shouldn't let himself be browbeaten 
by that secretary. 

• Trouble is, he's just too timid by nature. 

• A more charismatic character could doubtless 
charm his way past her. (6) 

3. Increasing yonr charisma 

• Perhaps if you could supplement your own natural 
characteristics, you might stand a better chance 
of success... 

• Someone is waiting for a delivery, and someone is 
waiting to drop one off - could this be more than 
just a coincidence? 

• In this world, confidence costs money - a chance 
to earn some certainly would help. (2,3) 

4. Resolving a dispnte 

• That's a major argument going on in the Metro 
Prime docking bay over something small - surely 
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(although that may be stretching the description 
somewhat - call it artistic license). 

• But I wouldn't eat it, if I were you. (8) 


someone else must have some documentation you 
could 'borrow'. 

• They're all the same, these freighter pilots - they 
never give anything away, but perhaps you could 
arrange things so that one pilot is in a somewhat 
awkward position. (5) 

5.1 must protest 

• There's a thin line between loyalty and treachery 
- laws can be made quickly around here. 

• If you could make a big enough protest, you could 
probably sway the opinion of the Omni Brain himself. 

• It's not true what they say you know, size really 
does matter. 

• Although we, as freedom fighters, don't 
generally advocate upholding the directive 
charter, it can be beneficial to remain aware of 
any new directives that might be issued from 
time to time. You never know - someone might 
suddenly find themselves on the wrong side of 
the law. (4) 

6. Making your protest 

• Loyal citizens don't want to disturb the OmniBrain 
without good reason, and a simple protest may not 
be reason enough. 

• Guilt and contrition can be healthy to the soul, 
but what has a good egg like Feeble got to feel 
guilty about? 

• Some hobbies can be intensely frustrating and can 
anger even the most phlegmatic of characters - say 
butterfly catching, chain-saw juggling, astrology... 
take your pick. (4) 


end up as virtual automata, mindless zombies with 
a fanatical devotion to the Omni-Brain. 

Additionally, mega-doses of control drugs and a 
system of hypnotically induced obedience make the 
security system here unique; and it has the added 
advantage that the prison area can be effectively 
controlled by one cyber-warden. 

The prisoners are put to work making the 
latest in the Company's range of Traitor Buster 
dolls, the Mark IV. This is an updated version of 
the dastardly toy which combines propaganda for 
junior citizens with an effective system of 
censorship - anything subversive said within its 
vicinity causes it to explode. 

However, the voice detection circuits have 
never been of a very high quality - as is 
illustrated by an accident which occurred with the 
Mark Ills a few cycles ago. One of the dolls sold 
in the prison store misinterpreted an innocent 
comment of "Praise the Omnibrain" as "The 
Omnibrain is a vile autocratic despot and we must 
form a movement of popular resistance to quell 
its tyrannous rule" and promptly exploded, 
setting off the entire store's stock and resulting 
in the loss of 52 lives. 

Thankfully, the company does assure us that 
this was simply the work of some traitorous 
saboteurs and that the new MarkIVs are vastly 
improved. This, in the language of the 
OmniCorporation means that they are exactly the 
same, with Mark IV painted on the bottom of them 
(although of course, technically this is a vicious 
rumour propagated by seditious rebels and 


11. A kindred spirit (almost) 

• If you find a fellow rebel, you should have much 
to discuss. 

• Careful screening of what you are told will tell you 
the method of your escape. (10) 

12. The warden mnst die 

• If you channel your energies in the right direction, 
you will be pleasantly surprised at the results. But 
only if you're out of sight. 

• The warden is programmed to destroy all heresy, 
wherever he sees it. 

Why not make it difficult for him? Why not do a 
jigsaw while you're waiting? 

• Only a small piece of vandalism, but with such 
spectacular results. (11) 

13. Breaking ont 

• The dolls do more than talk. You should use them 
to vent your frustrations. 

• Their voice detection isn't too good (see above). 
However there are other ways to set things off. 

• Del will certainly help you out, if you ask her the 
right question. 


14. The tile puzzle 

• Your bedside reading material may inadvertently 
help you out here. 

• Pay attention to things in their original state. 



7. A Change would do you good 

• If you've managed to charm the minister's secretary 
(and you should have by now, if you've been paying 
attention to these pearls of wisdom) a new problem 
presents itself. 

• Never mind, there are some super places to change 
clothes in Metro Prime. 

• The best places hare already been taken, and none 
of the occupants seem to be in any great hurry to 
vacate them. 

• You will need something unpredictable to solve 
this problem. (7) 

Gygnns Alpha 

You see! We told you the Company was unreasonable. 
After leading a totally inoffensive and passive life. 
Feeble finds himself locked up in a maximum security 
prison as a result of one unfortunate accident. Cygnus 
Alpha is no ordinary prison, though - it combines 
simple incarceration with a number of very high-tech 
mind-control devices. You see, it is not enough for 
the Company to lock up anyone who it sees as an 
actual or potential threat (and technically, this does 
include just about everyone) - they also want their 
minds. After a few cycles in this place, all but the 
strongest of mind and most determined of character 


anyone caught voicing it is subject to immediate 
imprisonment and subsequent amounts of 
personality therapy). 

Needless to say, when you find yourself in Cygnus 
Alpha, your first priority is to escape. 

8. Look deeply into 
my hypno screens 

• You must snap yourself out of the terrible cycle 
of hypnosis. We would recommend the short, sharp 
shock method. 

• The answer you seek lies in the twilight, at the 
setting of the sun. 

• You need to work on your tack-tics, maybe you 
should sleep on it. (8) 

9. A real cell-ont 

• The guard's duties include more than just patrolling 
the corridors. 

• It's a dirty job, but somebody's got to do it. 

• Ugh, and he doesn't even use rubber gloves. (8) 

10. Ibn are being watched 

• The camera's eye is far quicker than poor Feeble 
can waddle. 

• Your mother was right - porridge is good for you 


• Isn't the design as important as the colour when 
you're doing some tiling? (12) 

15. Joy-riding in a prison coach 

• Uncover the method of starting the coach. 

• Look, listen, learn. 

• Okay, okay - numerically ascending order from 
the right (and that's all I'm saying). (14) 

Planet Filb 

Well, Feeble is certainly no mechanic and wires, it 
turns out, are not just wires - some are apparently 
more important than others. Still - at least you're 
not in prison anymore. Well, not the conventional 
sort anyway, but I suppose in a poetic sense now 
your cell is the whole planet, or some other such 
romantic nonsense. 

Rumour has it that a certain rogue Class 13 
Military Apprehender Droid is now doing prison 
coach duty on one of the Cygnus Alpha coaches. 
Surely we do not need to warn you of the extreme 
danger presented by even one of these near- 
indestructible omnicidal (they kill everything) 
psychotic robots? There have been a few instances 
of members of the freedom fighters attempting to 
reprogramme shut-down Class 13s, but none of 
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these have ever worked out well for anyone 
involved (except from the point-of-view of the 
robots, who are always extremely happy to have the 
chance to massacre plenty of organic life-forms 
indiscriminately). Use by rebel forces of Class 13s 
in battle with Company forces generally results in 
the vapourisation of everyone on both sides. 
However, since the Company invariably uses these 
robots itself, this result (a score draw, really) is 
actually a considerable improvement on the norm. 

You are also likely to encounter Feeble's evil mad 
scientist brother. Filbert. Filbert has never been the 
same since that fateful period when he discovered 
his father putting Omnitoys under the Omnifest tree, 
and so made the truly traumatic discovery that old 
Father Omnifest did not exist. His faith in the world 
completely shaken. Filbert deliberately chose the 
career of mad scientist, because it allowed him to 
deceive and manipulate the indigenous populations 
of Class C planets. 

A psychologist would probably draw some very 
interesting conclusions from this - if psychologists 
were not evil traitors spreading the myth that people 
could actually be deeply unhappy with the utopian 
world created by the Omnibrain. 

16. Catch the native 

• It may become easier to corner the little chap if 
you let SAM's natural destructive tendencies loose 
on something in the maze. 

• Cutting off a route across the water will provide the 
perfect place to trap the native. 

• If you can manoeuvre him into the space by the 


19. Oh, god! 

• If you're going to get back to Del, you'll need to 
do something about that bridge. 

• The natives are the best bet to help out here, if 
only you can find some way to persuade them. 

• You look quite a lot like your brother, has anyone 
ever commented on that before? By the way, how 
are you at impressions? (18) 

20. Watch the birdie 

• SAM's just itching to shoot something. 

• The bird should be deposited where the natives 
can see it. 

• They don't want to build a bridge, they must be 
encouraged to - and they're really keen to get hold 
of that bird. (18) 

21. Solving your 
communications problem 

• Del will tell you things that you need, but where 
can you find them? 

• Keep an eye on things in the native village (20) 

• Let your fingers do the walking (20) 

• Something dropped by the fleeing native (see 
earlier) can be used to uncover your power source 

Back on Metro Prime 

At last. Feeble is a fully committed member of our 
fight for freedom. We still get the feeling, though, 
that he's not taking everything entirely seriously. 
He'd better sharpen up, because all the rest of the 
freedom fighters have been captured by the company, 
and shipped off to Cygnus Alpha. Which means that 
the hope for the success for the entire rebel movement 


• Have you noticed how picture-sque the view is? 

• The naked eye is not quite powerful enough - if 
you could find a way to zoom in on those ships. (24) 

24. Ship spotting, 
a beginner's gume 

• You will need - first of all - an item capable of 
providing a closer view of passing ships 

• These items are all quite expensive, so for the more 
religious anorak, we recommend looking for a five 
(or three) fingered discount. 

• Choose your target carefully. Tourists are generally 
quite careless with their belongings, so start your 
search around your nearest tourist attraction. 

• You'll need to take a gamble or two to get in, and 
once inside, you'll need a blinding plan. (22,23) 

25. The wurbles have landed - 
but what now? 

• If you want help, consult the Oracle. 

• Did you spot that wurble wandering up the steps? 
Where can it have gone? 

• Perhaps you should have a closer look at your bike. 

• Does anything in the arcade grab your attention 
at all? 

• The docking controller does seem to be ever so 
very protective of his office, perhaps you could turn 
this situation to your advantage. (25) 

26. Returning to your asteroid 

• We're pleased that Feeble is no longer a model 
citizen, but maybe he should become one again - 
just for a while. 

• That guard is no dummy, but maybe he could be 


















log on the left river-bank, SAM and Feeble can catch 
him easily. (15) 

17. Oh, brother 

• SAM must be allowed access to the native village, 
but the stubborn little so-and-sos refuse to let him 
in. How can you counter-act the effects of Filbert's 
chemical experiments? 

• You must use some chemicals under cover - but 
which ones? 

• Filbert is not very organised - his chemicals are 
not in alphabetical order. If you can work the order 
out, the rest should be easy. 

• Our own researchers have already discovered that 
the chemical F is coloured white, and all the brown 
solutions are useless waste. 

• The final formula is in the form of a ratio of the 
relevant chemicals. What is in the chemicals you 
have made so far? You can now work the rest out 
for yourself. (16) 

18. Ihrning the tables on Filbert 

• When you're reunited with SAM, you need a plan 
to trap Filbert. 

• Look around, do any of the objects in the lab 
ring any bells? (17) 


rests on the somewhat inadequate-looking shoulders 
of our geeky g-reen hero. 

Well, it would just be too easy otherwise, now 
wouldn't it? Where's the fun in simply arriving back 
at the rebel HQ and storming off to attack the might 
of the company as the rear-guard of a well-equipped 
fighting force? 

No, it's much more exiting this way - trust me. 
Don't despair anyway, you're not really alone, you 
know, there's always the ever-helpful Del to fall 
back on, who will doubtless be only too willing to 
tell you to get lost in a variety of ways - if only 
you ask. 

22. IVeeing your bike 

• Rebels don't pay fines, so you'll need to find out 
another solution. 

• A little help from your friends? Hmm, you should 
be so lucky. 

• Once you know who you're looking for, you'll have 
to look very hard - some people are easy to spot - 
step to it. (24) 

23. Waiting for the freighter 

• You'll need to be observant to watch for the right 
ship. 


lured away by one. (29) 

27. A new hobby - model-making 

Part one 

• Have a good look around the asteroid belt - you 
never know what new items you might just find 
lying around. 

• One good turn deserves another. Being a rebel 
doesn't mean being unhelpful. (26) 

Part two 

• Those doors to the Omniclub are chained up 
tight, maybe you need to pump up your muscles to 
open them. Or something like that. 

• So you've never been out breaking and entering 
before, but everyone knows the tools of the trade, 
don't they? (27) 

Part three 

• You can highlight the solution to two problems in 
the club. 

• You have to be looking in the right place, and 
you need light to see. 

• Don't blow a fuse, man. Oh, go on then. (27) 

Part four 

• Read any good propaganda lately? Well maybe you 
should do. 

• This is difficult without any monetary funds, more 
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sneakiness is called for here - the old switcheroo, I 
believe it's called. Have a good look around the rebel 
hideout and you'll see what I mean. (24) 

Fart five 

• How's the soul feeling? No stains on your conscience? 

• You can't be too careful, though. Remember how 
much better you felt after clearing your conscience 
last time? (28) 

Fart six (the last bit, promise) 

• You now have everything you need to lure that 
guard away from your Ministry asteroid. 

• You shouldn't feel under too much pressure - quite 
the opposite, actually. 

• The guard should be able to see your handiwork, 
but if he can get to touch it, he will soon discover 
the ruse. Does anywhere spring to mind? 

• He's quite shrewd, your plan must be airtight to 
fool him. (29) 

28. Pleasing the 
cantankerous old git 

• He's not being too unreasonable, he just wants a 
symbol of your appreciation. 

• How can you paint what you can't reach? 

• Rebels should always be resourceful - everything 
has its use. 

• If only you could ad to your height. Look, 'ad' is 
spelt like that on purpose, all right. How much help 
do you need, for the Omnibrain's sake (30) 

29. Teaching the minister a lesson 

• The minister's guard isn't very bright. He has the 
mental age of a small child, and so would probably 


date? Trust the Company to make it difficult, but 
you can still work it out if you pay attention to 
what you read. That is, as long as you know how 
the complicated Omnicalender works. Oracle knows, 
even if you don't. 

• That's all you're getting. You have to work some 
things out for yourself, you know. (32) 

31. Obtaining new transport 

• You can turn off the magnetic field, but you must 
stop the car floating off into space. 

• You need to 'obtain' something to keep the car 
near to the junk ship. 

• Perseverance is the key to this problem - 
remember, don't be alarmed too easily and you 
should be fine. (26,33) 

32. Make it go! 

• Someone's going to have to fix your car. Can you 
think back to a past conversation which might 
perhaps be pertinent? 

• About someone's vehicle being repaired, perhaps 

- remember now? 

• More sneaky trickery again. I'm afraid. (34) 

So this is it. The big push. Going over the top (in 
more ways than one). Yet another piece of selfless 
heroism is now required from the galaxy's reluctant 
saviour. Stormin' Feeble leads the one-alien-and- 
his-robot assault on the Company's headquarters. 
Well, those other rebels can't be much cop, anyway 

- that's the second time they've managed to get 
themselves all captured in the space of two cycles! 
With a track record like that, it's probably just as 


We do, of course, hope and pray for your imminent 
victory, but we have naturally already forwarded our 
condolences on your immediate destruction to your 
immediate family. 

To those about to have their brains pulped: we 
salute you. 

33. Getting past PEG and WCDF 

• If you distract PEG on one of his patrols, you 
might be able to sneak up on him. 

• He can't resist the chance to shoot at things you 
know, anything. 

• Give him a bit of target practice. (36) 

34. Gaining access to 
the control compound 

• Robot's personalities are contained in quite small 
circuit boards. Luckily these can be removed and 
replaced quite easily. (37) 

35. Getting Iheble inside 

• That rusty vent looks a bit unstable. 

• Perhaps a sudden build-up of force could well work 
it free. (37) 

36. Meeting your comrades 

• You should have a lot to talk about after this 
little debacle of an attack. 

• Mandrin is so out of it that he probably won't 
notice what you give him to drink, so long as it's 
almost liquid. 

• Apparently, on certain parts of earth, the local 
inhabitants eat whole animal heads! Yes, even the 



be easily amused by something our junior citizens 
might enjoy. 

• More light-fingered activity is called for here. The 
professor is not very attractive if you ask me, but 
Feeble still wants to get into his drawers. You must 
have seen how it's done in Earth-movies. 

• Surely you don't need a hint about what to do 
with a coin? Okay, it's not really legal tender, but 
it's almost the same size and weight. 

• The minister wants some Omnicofe. You know, 
the funny thing about Omnicofe is that it's brown 
and runny - just like something else that Feeble 
has in his possession. (31) 

30. Opening the junk ship 

• The magnetic swipe card code for the junk ship is 
clearly visible. 

• What do you mean, you don't know what the date 
is? I bet you don't even know how the stardate 
system works. Were you paying attention when you 
were in the zoo? 

• The planets are in a different alignment every 
year. You can work out the current year with a bit 
of amateur astronomy - that's if you use the right 
reference materials. 

• Where do you look if you want to know today's 


well that they're all safely locked up in various torture 
chambers - they're the safest place for them, by the 
looks of things. 

Still, it's no mean task that now confronts our 
cuddly green friend: apprehender droids, enforcers, 
fiendish machineries of torture, the evil psychotic 
traitor Benson and the Omnibrain itself - all against 
one short, dumpy Grenelon and a homicidal robot 
with a wonky personality board. 

On the bright side, truth, justice and generally 
liberal values have a history of coming out on top 
against all the odds after engaging in a long and 
heroic struggle against the massed might of a typical 
oppressive, tyrannous regime. What sort of world 
would it be where gallant, oppressed heroes failed 
to single-handedly throw off the yoke of tyranny? So 
never fear, we're the good guys and hence, by our 
definition, we are assured of victory. 

In case you haven't realised. I'm being a little 
sarcastic. What sort of chance have you possibly got 
against a dictatorship so vile that the police line of 
"He must have fallen down the stairs" - which has 
long been observed as standard in more civilised 
democracies - has been replaced with "He must have 
had his head in a vice and got his brain fried from 
the inside via electrodes stuck through his eyes"? 


eyes, tongue, brain... the whole lot. It's all quite 
nutritious, apparently. (39) 

37. Getting ready for 
the big rescue 

• The key that Mandrin gave you clearly opens 
something belonging to him. 

• Well, he obviously hasn't got anything here on 
the CCCC. (39) 

38. The rescue - how to do it 

• How can you put the enforcers out of action without 
hurting your comrades? 

• You don't have to kill them, just knock them out 
for a while. 

• Feeble loves being a rebel, it's a gas. 

• The compound is very well ventilated - too well, 
in fact. 

• You can manipulate the ventilation system to 
send air (and anything else) to the right place. 
(39,40,41) 

39. The rescue - what to do 

Fart one 

• It's no good just blowing stuff up onto the surface, 
now is it? 

• If you were listening when Gardum was talking to 
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you by your car, you may recall something rather 
chilling which he said to you. Now you can use this 
information to your advantage. 

• But Gardum might feel a bit put out by your 
course of action. (39) 

Part two 

• Remember, Feeble needs to save his comrades 
from a grilling by the enforcers. I hope this clue 
isn't too ropey. Well, some things never chain-ge. 

• Weight for it 

• Feeble's bravery is sure to catapult him into the 
history books. (40) 

Part three 

• Only one place left to steal off - fancy that. 

• There's some suitable material just sitting around 
- quite literally. (41) 

40. The Finale 

• You'll have to experiment with this bit to find out 
how it works for yourself. We don't want to spoil the 
fun of your final victory. A number of possibilities 
present themselves. One word of caution though - 
don't dawdle. (42) 

Section 2 

Precise Instructions for the Frustrated Rebel 

This is the section for those who just can't take the 
strain of being a freedom fighter. It's all right - we 
understand. We don't think anything less of you for 
copping out and blatantly cheating by looking for a 
quick and easy route through what should be a tough, 
strenuous, but ultimately rewarding struggle. Who 
are we to judge? So long as you can live with yourself. 


machine to get the message that your bike's fixed. 
It then appears outside the door. You also need to 
get changed, because you're not allowed to ride your 
bike in your uniform. You now have to ACTION the 
cupboard to open it and pick up the crash helmet. 
Pick up the James Dean doll and DOUBLE ACTION it 
with the teleporter to enlarge it. Then pick up the 
leather jacket and ACTION it to put it on. When you 
go outside you can now get on your bike and fly off 
around the asteroid belt. 

2 . Fly to the space bar. Go into the bar and talk to 
Delores. She gives you a package which you have to 
take to Metro Prime. Also talk to the protester and 
he'll give a leaflet about a treasonous pop group he 
wants banned. Talk to the pilot and he tells you he's 
carrying a load of CDs of the group the protester 
wants banned. Go out of the bar and get on the bike 
(ACTION it). Fly to Metro Prime and talk to the Pilot 
and Docking Controller. They tell you that the Pilot 
has lost his docking permits, and that he's carrying 
'Chemical Supplements'. Fiead out of the docks to 
the right. Walk all the way to the left of the next 
area, and go into the teleporter. You'll appear on the 
lower level. 

3 . Go off down the alleyway on the left hand side 
of the screen. ACTION the door to knock and Feeble 
gives the guy the package and gets the cash for it. 
Go back out of the alley and go into the Pill Shop. 
LOOK AT the empty container and the seller tells you 
that he's sold out and is waiting for a new delivery. 
This just happens to be the same one that the pilot 


there have been any new Directive Updates. Fie tells 
you that TLC have just been banned, so tell him that 
you have some information for him. He'll now go and 
shoot the pilot. Pick up the permit that lands on the 
table and go back to the Docking Area. 

6 . DOUBLE ACTION the permits with the pilot, and 
he can then unload his cargo. Now the pills have 
been delivered. Go back to the Pill Shop and buy a 
bottle, and you're also given a bottle of out-of-date 
pills. Go back into the Ministry HQ and ACTION the 
charm pills. Now if you talk to the secretary you can 
sweet talk her into giving you an appointment. If you 
try and get into the office, the guard won't let you in 
because you're in civilian clothing. You need to put 
your lab coat back on. You need to find somewhere 
to change on Metro Prime. 

7 . Outside the Pill shop there's a vid-phone booth, 
but somebody's using it. Go back to the Space Bar 
and talk to the guy using the vid-phone. He's your 
mate and he's talking to his girlfriend, who's on the 
vid-phone near the Pill Shop. He asks you to go and 
get him a Light Wave Soda from the bar. Go into the 
bar and buy one. Go back outside and then DOUBLE 
ACTION the Soda with the out-of-date pills, then 
give it to your mate in the phone booth. They have 
the effect of making him very unsociable and he 
slams the phone down on his girlfriend and walks 
off in a huff. Now go back to the Vid Booth by the 
Pill Shop and the girl's there looking miserable. She 
gets shot by the Happybot. Now you can DOUBLE 
ACTION the Vid Booth with the lab coat to change 
into it. Go back into the Ministry HQ. Now if you walk 



that's all that matters. 

Just be warned that what is written down in the 
following section has the potential to spoil hours of 
fun and ruin the challenge presented by an arduous 
battle against oppression. We recommend, therefore, 
that this section be used as a last resort, to be turned 
to only when your frustration reaches dangerous 
levels. If, for instance, your head is badly bruised 
from hours of being beaten against a wall, and all 
your best clothes are irreparably stained with bile, 
then perhaps it is time for just a teeny peek at the 
solution for the part of your quest which is vexing 
you the most. 

This solution details the quickest route to success. 
Consequently, following it from start to finish will 
result in you missing out on various interesting 
aspects of a rebel's life that might otherwise be 
experienced by the more... ah, how shall we put it 
determined freedom fighter. 

Okay then, comrade, down with the Omnibrain. 
Power to the people! 

1 . You start in the Ministry of Galactic Uncertainty 
(Crop Circle Division) knowing that you've got to get 
back to Central Control for a briefing - but you've 
got no transport. You have to ACTION the holomail 


in the Docking area is trying to deliver. Leave the 
shop and walk all the way to the right and off the 
back of the screen, towards the Ministry Headquarters. 
Go into the HQ and the secretary tells you that you 
can't come in 'cause you haven't got an appointment. 
Leave and walk to the left and into the lift up to 
the Observation Dome. 

4 . First DOUBLE ACTION the coins with the vending 
machine. It doesn't work. Repeat and it still doesn't 
work. Repeat it again and Feeble gets angry and 
kicks the machine. He then feels very guilty and 
decides that he must confess his misdemeanour. 
Leave the lounge and go back past the Ministry HQ. 
Go into the window to the Omnibrain location on 
the right and ACTION the archway to confess. If 
you put the leaflet in the Traitor Alert Station then 
it's rejected for being too small. Go back again to 
the Docking Area, get on your bike, fly back to the 
ministry asteroid and put the leaflet down in the 
teleporter to enlarge it. Take it back to the Window 
to the Omnibrain and this time it's accepted. TLC 
are now illegal. Go back to the Docking Area and 
fly back to the space bar. 

5 . Talk to the Enforcer at the bar and ask him if 


up to the doors you can get in to see the minister. 
You get a big telling off for colliding with that alien 
probe - and inadvertently destroying the Ministry 
asteroid. You then get sucked up a tube and sent to 
Cygnus Alpha. 

8 . Now you're in the prison. The main problem is 
you keep being hypnotised by the 'Hypno-screens' 
so you've got a limited time to do things, your 
first task is to break the cycle of hypnosis. When 
you find yourself in the recreation room (where all 
the prisoners are watching the vid screen) pick up 
the poster on the wall (you' will also get the tacks 
with which the poster was stuck to the wall). Wait 
and the hypno-screens will come on and you'll end 
up in your cell again. Here you must ACTION the 
sanitation unit to open it, and then DOUBLE 
ACTION the tacks with the bed. Now when the 
screens go on you wake up (painfully!) and you 
have to PICK UP the tacks again, then ACTION the 
bed to get back in it. Wait until the prison warden 
comes in to close up the sanitation unit and, 
while he's got his back turned, click on the 
doorway to run out of your cell (do be quick 
though, the warden doesn't take long with the 
sanitation unit). 
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9 . Go down the stairs and into the first door. This 
is the canteen. PICK UP one of the bowLs in the pile 
and DOUBLE ACTION it with the food dispenser to 
fill it with gunge. Now go back into the corridor and 
DOUBLE ACTION the gunge with the camera on the 
middle level (But don't actually go down the stairs 
before you do this or you'll get caught). Repeat this 
with the cameras in the courtyard and the work room 
when you get there. 

10 . Now go across the courtyard and into the 
lift which will take you to the work area 
(remember to gunge the camera in here!). Walk 
to the far right and LOOK AT the hatchway and 
you'll have a conversation with a mysterious 
person who's stuck down there. Talk to the voice 
in the chute until she tells you about a rebel 
channel on 667. 


PICK UP the wires. ACTION the Ignition Circuit to 
open it then LOOK AT it. Next you have to DOUBLE 
ACTION the wires with the inputs on the left, then 
DOUBLE ACTION each terminal on the left with the 
one on the right to make the connection. The actual 
solution is random, but you can easily work it out by 
experimenting with various combinations. The beeps 
you hear after completing the circuit correspond to 
the wires in the output terminals on the right. The 
first beep is for output number one, the second is 
for output number two, and so on. The sounds are 
different for a correct and incorrect connection (the 
correct sound is higher in pitch) - so listen 
carefully. Once the circuit has been completed 
correctly. Feeble starts the coach, rescues Delores 
and crashes on planet Filb. 


11 . Now you can go back to the recreation room 
and ACTION the cupboard to open it. Now you 
need to ACTION the knob on the vid screen to turn 
it on, and then ACTION it again to tune it in to 
the rebel channel. Now PICK UP the tuning then 
ACTION the cupboard to get 
inside it and hide. The Warden 
will come in and self-destruct 
because he can't turn the TV 
off. Now you can walk about 
without being caught. Go back 
into the Doll Store and ACTION 
the big lever to turn the 
conveyor belt on. 



15 . Once you've crash-landed on the planet Filb, 
you'll need to go to the native village. Go through 
the maze screens, and on the next screen walk off 
the bottom right of the screen. Go up to the gates 
of the village, and SAM will come along and try to 
blow everything up. Now pick up the spear that's 
dropped as the natives scatter. One native flees in 
terror - so follow him back to the 

Chemistry Puzzle Solution maze screen. The idea here is to 

manoeuvre SAM and Feeble so that 
the native is trapped between the 
two of them. This is easiest if SAM 
blows up the log which crosses the 
river. This provides a convenient 
space for trapping the native, just to 
the left of the demolished log. The best 
way to accomplish this is to have SAM 
positioned on the left hand side of the 
proper bridge, and Feeble stationed 
just below the junction of the paths 
to SAM's left. Wait for the native to 
run up to the top of the screen 
towards the river, and have Feeble 
follow him quickly. When Feeble is 
blocking off the native's retreat across 
the top of the screen, move SAM up 
the path along the riverbank, and the 
native will then be cornered. 


I 


12 . Walk up to the hatchway 

and you'll fall down the chute 
and meet Delores. Get a 
reworked doll off her and also 
PICK UP five of the ordinary Traitor 
Buster dolls. Leave and go back 
to the main corridor screen. Now 
DOUBLE ACTION the Traitor J * 

Buster dolls with the metal 

grating until they're all in a pile in front of it. 
DOUBLE ACTION Delores' reworked doll with the 
pile of dolls and Feeble chucks it at them and they 
all explode. Go through the opening that's made and 
you find yourself on the prison roof. 

13 . This is the tile puzzle. You have to step across 
the floor in the correct sequence. The tiles change 
colour but you must only step on a tile when it's 
its original colour - i.e. the colour it was before it 
started cycling. The order you have to jump in is: 
WHITE, RED, YELLOW, GREEN. The route you must 
take is shown below right. 

14 . After you've solved the tile puzzle, walk off to 
the left and you'll board the prison coach. ACTION 
the cover to expose the wires behind it and then 
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16 . If you walk up outside the coach 
after having caught the native, you 
will be knocked out and then 
captured. You regain consciousness to 
find yourself tied-up in your brother 
Filbert's laboratory. When your evil 
brother has left the lab, simply PICK 
UP the rope to free yourself. ACTION 
the remote control to order SAM up to the lab. He 
cannot get into the village because the natives 
have locked their gates. Now you have to make up 
a chemical to drug the natives. Firstly ACTION the 
chemistry set in the background to get to it. Now 
you can click on the bottles on the bottom to 
select a chemical and then on the tubes to put them 
in for mixing. The solution is shown below left. 

17 . Now DOUBLE ACTION the chemicals you've made 
with the water cover. The natives will become more 
passive, and open the gates so that SAM can come 
in. Go to the statue controls on the left of the lab 
and press the button which opens the statue door. 
Now switch control to SAM (it's the icon that has 
appeared next to the Oracle icon) and get SAM to 
walk to the village and into the statue. Now switch 


back to Feeble and ACTION the teleport button to 
bring SAM up to the lab. Now you've got to capture 
Filbert. ACTION the phone directory which is on the 
desk, then ACTION the phone on the wall and ask to 
cancel your unlisted number status. When you put 
the phone down it will ring straight away. If you do 
not answer it. Filbert will come down and he'll get 
captured by SAM. 

18 . Now PICK UP the God costume and then DOUBLE 
ACTION the projection machine with it. After you've 
listened to the natives, change control to SAM and 
take him up to the top of the mountain, where a 
bird is flying around. ACTION the bird and SAM will 
shoot it down. Take SAM back to the lab and get 
Feeble to go out onto the mountain path to pick 
the bird up. Put the bird on the rock by the broken 
bridge. Now the natives will rebuild the bridge too 
fetch the bird and Feeble can now get back to the 
crashed ship. 

19 . Go into the ship and Delores (now an octopus) 
tells you to go and get various things for a transmitter 
and to meet her at the top of the mountain. Now go 
back outside the ship and DOUBLE ACTION the spear 
with the battery cover, then pick up the battery. 
Now you only need to find a laser relay, oh and a 
focusing crystal. 

20 . Back in the lab, look in the phone book again 
(ACTION it) and you find a number for a laser relay 
Company. ACTION the phone and ask for one. It is 
delivered immediately. Now change control to SAM 

Tile puzzle solution 



and go back to the village. LOOK AT the statue and 
then PICK UP the gem in the eye. Now take SAM 
back up to the lab and switch to Feeble., then take 
Feeble up to the top of the mountain to meet with 
Delores. Give the battery, relay and gem to Delores 
(DOUBLE ACTION each in turn with her). She builds 
the transmitter and you all escape! Hurrah! 

21 . You arrive back at the rebel hideout to find all 
the rebels have been captured and shipped off to 
Cygnus Alpha. The task now is to get a ship to go 
after them and rescue everybody. If you go outside 
and out of the alley you see a newspaper stand 
plastered with your face - you're at the top of the 
wanted list. You need a disguise. Go back into the 
alley and into the hideout, and look in the filing 
cabinet to find a dress. ACTION it to put it on and 
you can now walk about freely. 

22 . First of all go into the arcade. Now ACTION the 
kiosk and ask the guy for some tokens. Then go to 
the upper level. DOUBLE ACTION the tokens with 
the Simon The Sorcerer Machine. You need to keep 
on playing the games until you have enough tokens 
to play the Super Virtua Machine once and then the 
grabber machine twice. The minimum amount you 
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can get away with is 240 tokens (provided that you 
don't mess up on the grabber). Once you do have 
enough tokens, go to the grabber machine on the 
lower Level, but before going down take a LOOK AT 
the Super Virtua Machine on the left. Now go and 
DOUBLE ACTION the tokens with the Grabber Machine 
to use it The idea obviously is to pick up the toys - 
the one you actually need is the Wild Cat doll which 
is underneath the red fish, so you have to get that 
first. Once you've got that you have to ACTION the 
kiosk again and ask to have a go on the Super 
Virtua Machine. 

You then go upstairs and play it. Go downstairs 
again and ACTION the kiosk to get your prize - a 
ticket for the zoo. 

23 . ACTION the zoo entrance to get in. ACTION the 
tourist to talk to him until he asks you to take a 
picture of him. On the close-up of the camera, ACTION 
the flash control that's on the left of the camera 
five times to turn the power up to maximum, and 
then ACTION the red button to take the picture. Now 
while the tourist is blinded by the light of the flash, 
quickly run out of the door to steal the camera and 
make a safe getaway. 

24 . Now walk back into the Docking Area and get 
on your bike. You'll find out it's been clamped and 
you have to pay a huge fine, so head back to the 
hideout in the alley and tell Delores that your bike's 
been clamped. You'll now decide to go and look for 
Gardum. Before you leave, PICK UP the newspaper 
on the wall. Leave the alley and PICK UP a paper 


quickly and the cupboard explodes - burying the 
docking controller. Now you can PICK UP the keys 
that are on the floor. Go back into the main docking 
area, DOUBLE ACTION the keys with the bike and you 
can now fly off. 

26 . If you go to the ministry, you'll encounter the 
a guard on the door who won't let you in. He gives 
you his card so that you can contact him with any 
information about the wanted evil rebel. Feeble (see 
how good your disguise is). Now go over to the Junk 
Ship and ACTION the chest to open it. You'll find a 
space hopper and a bicycle pump. ACTION the pump 
and it breaks into a metal bar, a tube and a valve. 
Back on the asteroid belt screen again a broken-down 
salesman has appeared. Click on him and you'll tow 
him back to the space bar. Now touch his bike three 
times by ACTIONING it and he turns the alarm off, 
so you can take his tow cable. He also gives you a 
jar of Miracle Mud. 

27 . Go up to the Omniclub and DOUBLE ACTION 
the doors with the metal bar. Go inside and ACTION 
the DJ console. ACTION the master switch. ACTION 
the blue light switch over and over again until it 
breaks and the filter falls out. Then DOUBLE ACTION 
the broken handle with the Tube from the pump and 
then ACTION the now repaired switch to turn the bar 
lights on. ACTION the play button to start the bar 
lights cycling, and then the stop button when the 
light is on the second stool from the top. Leave the 
console and PICK UP the blue filter and the loose 
bar stool. 


DOUBLE ACTION the space hopper with the jumper. 
Then DOUBLE ACTION the space hopper with the 
newspaper you got from the news stand. Do you 
see what's happened? You've created a realistic 
looking dummy Feeble! 

Now all you have to do is close the airlock door, 
DOUBLE ACTION the porthole with the blue filter you 
got in the Omniclub and ACTION the button to de¬ 
pressurise the chamber. The filter makes the yellow 
space hopper look green, you see; and the ruse is 
complete. Now you just have to go back to the vid 
booth near the pill shop and DOUBLE ACTION the 
booth with the guard's card to phone him up and 
tell him you've found Feeble! 

30 . Now you can get into the Ministry of Galactic 
Uncertainty (Crop Circle Division). Go in and then 
ACTION the vid screen and your mother tells you 
about your grandfather's tomb. Now go to the 
tomb which you can now see on the asteroid belt 
screen, and ACTION the coffin. He tells you that 
you have to 'prove yourself worthy', and you can 
get a can of spray paint and a piece of paper from 
a drawer at the back. Go back to the alley and 
DOUBLE ACTION each of the piles of adverts in 
turn with the boxes. Then DOUBLE ACTION the 
rebel symbol with the can of spray paint and then 
DOUBLE ACTION the newly painted symbol with the 
piece of paper. 

Your grandfather is now suitably pleased with 
you and awards you your rightful inheritance... 
Unfortunately, death hasn't been kind to his poor 
old grey matter, and he gets more than a little bit 



from the pile that's on the news-stand. Then DOUBLE 
ACTION the pile with the old newspaper from the 
hideout, and you can sneak off with the new paper. 
ACTION the paper and you will find lots of adverts 
are inside it. Go to the outside of the Ministry HQ. 
Gardum can be seen on the right hand edge of the 
screen blending into the background. ACTION him 
and he will tell you to look for a freighter with the 
registration number KICK A55. 

Go into the Observation Dome. Walk all the way 
to the left of the screen. Go into the airlock and 
ACTION the left hand button to pressurise it, then 
open the door. Walk into the airlock and DOUBLE 
ACTION the camera with the window. You'll see the 
freighter about to dock. 

25 . Now when you go back to the docking area you 
will find that there's utter chaos everywhere, as the 
wurbles are spilled out all over the place. ACTION 
the saddle on your bike and you will find a wurble 
inside. Now go off to the left and into the Docking 
Controller's office. ACTION the cupboard to open it 
and then just DOUBLE ACTION the cupboard with the 
wurble to put it inside. Also DOUBLE ACTION the 
cupboard with the Wild Cat Doll and then ACTION it 
once more to close it. The little wurbles breed really 



28 . Now go back to Metro Prime. Go to the lower 
level next to the arcade where there an air supply, 
is located. Now DOUBLE ACTION the valve with the 
space hopper and DOUBLE ACTION the Miracle Mud 
with the hopper as well. Then DOUBLE ACTION the 
space hopper with the air supply to partially fill it. 
Go into the window to the Omnibrain and ACTION 
the Confessional and 'confess' to doing something 
bad. Now you'll have to hang around for a while 
until you hear two announcements - one telling 
you that you've won 'Confession of the Cycle', and 
another announcing that your 'prize' has now been 
er, collected. 

What's happened is that a citizen called 
Phoebe who's hard of hearing thought that she'd 
won and went to collect her prize. When she got 
there, of course she was shot. Now you can go 
over to the window to the Omnibrain and pick up 
the woolly jumper - nifty! 


confused, so that you end up with just a junk ship 
key-pass and a sonic screwdriver. 

31 . Go back to the Ministry asteroid and DOUBLE 
ACTION the drawer with the key-pass card. This will 
open the drawer. PICK UP the souvenir coin and the 
photograph. Now go to the Observation lounge and 
put the souvenir coin in the security pass machine 
on the left hand side. A credit comes out. Now you 
can DOUBLE ACTION this coin with the star map 
machine on the right and you will get a map and a 
junior star-spotter's activity pack. 

Go into the Ministry HQ and give the activity pack 
to the guard, who will now let you into the Minister's 
office. ACTION the intercom, and the Minister tells 
you he wants an Omnicofe. Pick up the empty cup 
sitting on the desk, then DOUBLE ACTION the cup 
with the Miracle Mud and take it to the Minister. He 
chokes on it so you can get at the card encoder on 
his desk. 


29 . Go to the airlock in the observation area. 
DOUBLE ACTION the bar stool with the stand-here 
spot on the floor. Then DOUBLE ACTION the stool 
with the space hopper. Then DOUBLE ACTION the 
space hopper with your prison uniform. Now just 


32 . DOUBLE ACTION the magnetic card with the card 
encoder. You get a screen on which you're asked to 
enter two codes. The code for the top line is 7829353 
(the code written on the outside of the Junk Ship) 
and the bottom line is 2130778 (the cycle - 107 - 
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forwards, mixed with the period (8732) backwards). 
Enter these two numbers then chose exit and the 
card is ready to go. 

33 . Go up to the Junk Ship in the Asteroid Belt and 
DOUBLE ACTION the tow rope with the red car. This 
will stop the car drifting when you deactivate the 
magnet inside. Now DOUBLE ACTION the key-pass 
with the door and go inside. ACTION the big lever to 
turn the magnet off and walk outside to get the car. 

34 . Go over to the space bar. DOUBLE ACTION the 
number plate attached on the salesman's bike with 
the screwdriver. Next simply ACTION this number 
plate with the car and Feeble will attach the bike's 
registration to the car. A mechanic then comes and 
repairs the car. You then fly off to pick up Delores, 
and intercept the prison coach which is carrying 
your captured comrades. Delores then gets aboard 
the prison ship - here you are in control of Del and 
have to shoot all the guards. Then you arrive at the 
rebel base. 

35 . Go down the corridor (off to the left) and into 
the sleeping quarters, ACTION the bed and you will 
fall asleep until the morning. On awakening, you 
end up in the projection room. Walk to the door on 
the right hand side of the screen. It won't open so 
SAM shoots at it, and leaves some metal discs on the 
floor. PICK UP the discs and then go into the corridor 
DOUBLE ACTION the discs with the machine: you'll 
get a coke can. Repeat this a few times and then go 
out of the other door to the car. 


and ACTION the hole. Feeble will drop into the vents. 
In vents MOVE FORWARD, MOVE FORWARD, TURN LEFT, 
MOVE FORWARD, MOVE FORWARD and you will arrive 
in the maintenance room. 

38 . Walk across the bridge and PICK UP the jacket 
which is by the desk and you get a B class security 
pass. Now you can walk into the turbo-lift. Go to 
the interrogation room and walk over to the left 
hand side of the screen. Flere you can see Delores 
being tortured. Go and talk to the Gakky rebel. He 
tells you about Gardum and Mandrin. Then talk to 
Mandrin, who asks you for water. Go into the brain 
room and PICK UP some brain slime. Then go back 
into the interrogation room and DOUBLE ACTION the 
brain slime with Mandrin. He then gives you the key 
to the cabinet back at the ice base. 

39 . Leave the interrogation and use the turbo-lift 
to go to the research and testing room. Here PICK 
UP the fire extinguisher, then walk to the right 
and ACTION the antimatter weight and then PICK 
UP the weight. Go back to the turbo-lift and return 
to the surface. Go back to the car, and you will 
find Gardum waiting for you. Talk to him, then go 
back to the ice base in the car. Back at the ice 
base, go into the corridor and DOUBLE ACTION the 
key with the cabinet. Now you get the bungie 
rope. Go back to the CCCC. You need to block off 
all the vents so DOUBLE ACTION the fire 
extinguisher with Gardum. Once he is frozen, 
DOUBLE ACTION Gardum with the deep hole. Go 
back to the maintenance room. 


firing range. Repeat this until a gas grenade has 
been thrown. Go back to the maintenance room. Go 
back into the vents through the gas. If you go too 
slowly then Feeble falls asleep so don't let Feeble 
stop for too long. In the vents LOOK UP, MOVE UP, 
MOVE FORWARD, here DOUBLE ACTION the metal 
plate with fan. Then GO BACK, TURN RIGHT, MOVE 
FORWARD, MOVE FORWARD. Back in the maintenance 
room go to the lever and ACTION it twice so it is 
set to blow. 

42 . Go to the interrogation room and walk to the 
left. PICK UP the A class security pass. Go up to 
the temple and PICK UP the book, then ACTION the 
chest, and you get the sacred axe. Walk to the right 
of the screen and DOUBLE ACTION axe with Omnibrain. 
After a cut scene. Major Benson appears and you 
have four options, either 1) do nothing and Feeble 
gets killed. 2) ACTION Major Benson, he gets killed 
and Feeble then proceeds to smash the Omnibrain. 
3) ACTION Omnibrain and then Feeble smashes the 
Omnibrain and then kills Benson or 4) click to the 
right hand side of the Omnibrain and Feeble runs 
behind the Omnibrain, Benson shoots the Omnibrain 
accidentally, collapses in shock and self-revulsion, 
and Feeble does him a favour by shooting him in 
the back. Once you destroyed the Omnibrain, ACTION 
it, and you will go down into the Founder's room. 
ACTION the body,. Feeble hears some alarming news 
from the creator of the Omnicorporation and is thus 
unable to control his temper (and who can blame 
him?). Simply ACTION the computer and the game 
is finished. ■ 



36 . Here you have just arrived at the CCCC and you 
need to walk to the bunker and then round to the 
front of the bunker. You need to distract PEG while 
he's on one of his patrols. Walk off over to the left 
(bottom left hand corner of the screen) where the 
posts are and DOUBLE ACTION the posts with the 
coke cans. Then go back to the rear entrance of the 
bunker. When PEG starts his next patrol, he will stop 
and shoot the cans. DOUBLE ACTION the screwdriver 
with PEG and you will disable him. 

37 . You need to swap SAM's and PEG'S personality 
and CPU boards over. DOUBLE ACTION the screwdriver 
with SAM, then look at him. Pick up the green and 
blue chips from SAM and then look at PEG and then 
replace PEG's chips with SAM's. Then ACTION PEG. 
ACTION new-look SAM and he will walk around to the 
front of the bunker. You are now in control of SAM. 
Walk into the turbo-lift and go into the maintenance 
room. ACTION the lever three times and then swap 
back to Feeble. Then walk off to the left again and 
ACTON all the vents so they are closed. When you 
have closed the last vent by the car it will be blown 
off by the force of the air-flow. Swap back to SAM in 
the maintenance room and ACTION the lever again 
until it is in the middle. Then swap back to Feeble 


40 . Go into the vents again by walking across the 
bridge and up the stairs. In vents LOOK UP, MOVE 
UP, TURN AROUND, MOVE FORWARD, MOVE 
FORWARD, here you are at the grill. DOUBLE 
ACTION the rope with the grill and then DOUBLE 
ACTION the chain (which you picked up in the 
brain room when getting the slime) with the grill. 
Then GO BACK, MOVE FORWARD, TURN LEF, MOVE 
FORWARD, MOVE FORWARD. Go back to the brain 
room. Go to the right and walk around the back of 
the vat of slime. Here you see the rope and chain 
hanging from an open vent. ACTION the rope and 
chain, and Feeble connects it to the hoop on the 
floor. DOUBLE ACTION the rope and the chain with 
the weight, and then ACTION the rope, weight and 
chain, and the bungie rope should stretch. ACTION 
the rope, then ACTION the weight, and Feeble gets 
catapulted up to the vent. ACTION the lever. 

The vent is now closed. 

41 . In the maintenance room, DOUBLE ACTION the 
screwdriver with the mangled robot - and then 
ACTION the lever so it is set to suck, also PICK UP 
some grenades. Go to the research room. Walk to 
the right and ACTION the button to turn the vent 
off - then DOUBLE ACTION the grenade with the 
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The Pocket book of PC Solutions, from the 
makers of Ultimate PC, offers many walk¬ 
throughs and solutions of some of the 
greatest games available on the PC! Including 
Fabie, Discworld, Dark Forces and a host of 
others, it’s the essentiai PC soiutions guide! 


NOW 






Introducing the Pocketbook of PC 
Codes & Cheats - featuring 
dozens of codes, cheats and 
passwords for you favourite 
games. Including Quake, Duke 
Nukem, Doom and many, many 
more, it’s one book that no PC 
game piayer shouid be without! 



Kes/ Ptease rush me a copy of The Pocketbook of PC Solutions and/or Codes & Cheats - the price of £8.99 per book includes P&P 
Please return this coupon together with your payment in a sealed envelope to the following address: 

PC Solirtions/Codes & Cheats Book Offer, Rapide Publishing, 1 Roman Court, 48 New North Road, Exeter, Devon, EX4 4EP 

All prices include postage and packing 

METHOD OF PAYMENT 


Name: . 
Address: 


Postcode: 


Telephone: 


□ Cheque (made payable to Rapide Publishing) 

□ Postal Order (made payable to Rapide Publishing) 


HIWKiyj Please charge my credit card: □ Visa 

Card /vo.-Dnnn □□□□ □□□□ 


□ □□□ □□□□ Expiry Date:. 


□ /Access 


Number of each required: PC Solutions .PC Codes & Cheats 


Total amount £ 


Signed: . . Signature:. 

Please allow up to 28 days for delivety. 
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Method of Payment 

D Cheque (made payable to Rapide Publishing) 
□ Postal Order 

Please charge my credit card: D Visa 


Prices/Copies Ordered 


les BacH Issues Bi 


164 pages of news, previews 
and reviews made the second 
issue one not to be missed! 


The first issue of Ultimate PC 
proved a huge success, but if 
you missed out, get a copy now! 


ULTIMATE llEPCMimFOBWHiiiiitmigii.'^ 
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1 Ta T J ith an exclusive preview of 

Westwood's stunning Blade Runner, 
and a world exclusive review of Perfect 
Assassin, issue two of Ultimate PC carried on 
where the first one left off. With over twenty 
full priced reviews, numerous previews, a 
complete solution to EA's Little Big Adventure 

2 and up-to-the-minute news on the best 
upcoming titles, it's the definitive PC gaming 
bible. Coming with a free demo CD and a 16 
page Tomb Raider II supplement it has 
everything the serious gamer needs and at 
just £3.50 it offers real value for money. If 
you're tired of paying through the nose for 
other magazines, and want a quality PC 
gaming magazine at an affordable price, then 
Ultimate PC is the magazine for you! ■ 


U ssue one was a resounding success, 
with the magazine flying off the 
shelves at a rate of over 2000 a day. This may 
have been down to the cover CD, which 
included an exclusive Resident Evil demo and 
a playable demo of Constructor. Then again, it 
could have been because of the in-depth 
interview with Deathtrap Dungeon creator Ian 
Livingstone. Or perhaps the 30 full reviews. 
Or the Premier Manager tips. Or the Unreal, 
Quake II and Tomb Raider II previews. 
Whatever the reason, this baby was packed, 
so if you missed it first time around, don't let 
it slip through your fingers again! Just send 
your payment with the completed form to: 
Ultimate PC, Rapide Publishing, 1 Roman 
Court, 48 New North Road, Exeter EX4 4EP ■ 


Please send me.issue[s] of Ultimate PC card No:.... 

Name. Expiry Date: 
























NextMonth 


cnffistlntas Dmaiwr! 


Newcastle 


Rangel 


Champ Manager 97/98 


Armoured Fist Z 


Sensible Soccer 2000 


Will Chpislmas be full of good cheer for 
software pubnshers, or wHI they be crying 
Into their beer? Next month we'll find out 
with an issue packed with reviews. 


I ast month we promised you reviews of Longbow 2 and Myth, both of which we unfortunately 
missed due to the seemingly inevitable slippage and an earlier deadline. For this we'd 
like to apologise. We hope to have both these games in the fourth issue, which will be on sale 
on the 28th November. Alongside them we've got Armoured Fist 2 and Championship Manager 
97/98 for review and we'll be taking in-depth looks at Elite's KPH and GT's Abe's Oddysee and 
Sensible Soccer 2000. 

With Christmas looming, next month's Ultimate PC promises to be the best yet, with dozens of 
reviews and previews packing the magazine to bursting point. As well as this, we'll be doing our 
best to fill you with Christmas cheer through a number of special festive features and seasonal 
surprises. As a taster of what we have planned, next month we'll be giving away a free book containing 
detailed solutions to Resident Evil and Broken Sword II, as well as two CDs packed with all the 
latest and greatest playable demos. So, if you want to make Christmas special, forget Santa and 
look out for Ultimate PC, on sale on the 28th November. 


Make Christmas Special with Ultimate PC! 


Issue four 

On sale November 28th 
Don't Miss It! 
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THESE HAVE MADE US ONE OF THE LARGEST SUPPLIERS 
OF COMPUTER SOFTWARE IN THE COUNTRY TODAY!! 


PRICES INCLUDE VAT 


Lucas arts archives - Indiana jones fate of atiantis, sam n max, day 

of THE TBITAaE, REBEL ASSUALT SKOAL EDITION, STAR WARS SOISN SAVa 
PLUS DEMOS OF FUU THROTTLE, DARK FORCES, REBa ASSAULT 2. THE DIG AND TIE 
EIGHTH COUEaORS CD. AU THIS FOR JUST £28.99 

3D Ultra Pinbau 2. 

.£21.99 

688i Ahack Killer. 

.£27.99 

7th Legion. 

Actua Gole 2. 

.£27.99 

.£24.99 

Actua Soccer 2. 

.£25.99 

Age of Empires.. 

.£32.99 

AH64-D Longbow Gold. 

AH64-D Longbow 2.. 

.£19.99 

.£27.99 

Amiga Emulator CD (+■ 100s of Amiga games) . 

Atlantis. 

Atomic Bomrfrman 

.£14.99 

.£27.99 

£21 99 

Baku Baku Animal. 

.£17.99 

Barbie's Fashion Designer. 

.£29.99 


Battleground Shiloh/Gettysburg/Ardennes.£19.99 

Battleground Waterloo/Antietam/Napoleon in Russia...£25.99 

Battle Isle 4. £21.99 

Battles of Alexander.£25.99 

Beasts & Bumpkins.£27.99 

BLOOD.£26.99 

Bridge Master Classic with Omar Sharif.£29.99 

Broken Sword 2.£28.99 

Bust A Move 2.£16.99 

Qrtausm Plus.£25.99 

Carmageddon...„„.....„.».„................~..........~....£25.99 

Carmageddon SPLAT! Pack.£L0WEST 

Championship Manager '96/'97 + German League free.£12.99 

Cffampionship Manager '97/'98.£16.99 

Chessmaster 5500.£26.99 

Civilisation 2.£17.99 

Close Combat 2; A Bridge Too Far.£32.99 

Commanche 3.0 (Novalogic)...£27.99 

Command & Conquer.£13.99 

Command & Conquer Red Alert Coueqors EDmoN£27.99 

Quench: 1000 extra levels for Red Alert.£11.99 

Counterstrike - official Red Alert Data Disk . £12.99 

Aftermath - offioal Red Alert Data Disk . £12.99 

Covert Operations - official C&C Data Disk.£12.99 

Conquest Earth.£26.99 

CoNSTRuaoR.£27.99 

Creatures.£12.99 

Crusader: No Regrets.£19.99 

Cyberstorm.£9.99 

Dark Colony.£24.99 

Dark Forces 2: Jedi Knights.£27.99 

Dark Reign.£27.99 

Deadly Games • Jagged Alliance 2.£14.99 

Destruction Derby 2.£13.99 

Diablo.£26.99 

Diablo: The Green Portal Toolkit & Cheat Pack.£16.99 

Die Hard Trilogy.£27.99 

Discworld.£13.99 

Discworld2.£13.99 

Doom 2 + Ultimate Doom -f 3000 extra levels!! ..£16.99 

Duke Nukem3D.£10.99 

Dungeon Keeper_ £27.99 

Deeper Dungeons Data Disk for Dungeon Keeper .£13.99 

EA Cricket'97.£24.99 

Excalibur.£25.99 

Extreme Assault.£21.99 

FI Racing Sim (Ubisoft).£27.99 

FI6 Fighting Falcon.£25.99 

FA-18 Hornet.£25.99 

Feeble Files.£25.99 

FIFA Road to the World Cup '98_ £27.99 

Fifa Soccer'97.£17.99 

Fifa Soccer Manager.£26.99 

Fighters Anthology.£27.99 

Fighting Force.£27.99 

Final Doom. £19.99 

Flying Corps..£21.99 

Forgotten Realms Archive: Eye of Beholder 1,2, & 3, 

Dungeon Haq, Poa of Radiance, etc, etc.£23.99 

Formula 1 (Psygnosis) Win '95 & D3D/3DFX.£31.99 

Fragile Allegiance.£14.99 

Gabriel Knight 2: The Beast Within.£12.99 

Gene Wars.£15.99 

G-Nome.£14.99 

Goosebumps.£32.99 

Goosebumps - AmcK of the Mutant.£25.99 

Grand Prix 2.£18.99 

Grand Prix 2 -i- Grand Prix Manager 2.£29.99 

Grand Pmx Manager 2.£12.99 

Track Pack for Grand Prix 2.£14.99 

Guts N Garters.£21.99 

Hardcore 4X4.£24.99 

Heretic: Shadow of the Serpent Riders.£12.99 

Heroes of Might & Magic 2.£26.99 

Heroes of Might & Magic 2 Data Disk.£14.99 

Hexen2.£27.99 

iF22 Raptor.£26.99 

iMlA2 Abrams £26.99 

Imperium Gaiactica £25.99 

Interstate 76. £27.99 

Jack Nickuus 4 . £26.99 

Jetfighter3.£19.99 

Jonah Lomu Rugby_.£19.99 

Jurassic Park 2: Lost Worlds.£16.99 

Kings Quest Collection 1 -6.£15.99 

LafcsofLore2. £27.99 

IesureSuitL«ry7.£27.99 

Lemmings 1 & 2.£12.99 

Lighthouse.£19.99 

UnksLS'98.£27.99 

Links 386/LS Courses Per Pair Ring for details.£8.99 

Links LS/386 Course Libraries Vols 1,2^ cau for details£1 6.99 

Links LS Courses: Valderaaw/Oaklano/Davis Love...each £16.99 

Little Big Adventure 2.£27.99 

Lords of the Realm 2.£24.99 

Lords of the Realms 2 Data Disk.£9.99 

Magic the Gathering & Spells of Anoents data disk ..£29.99 

Magic the Gathering.£21.99 

ManxTT.£LOWEST 

Masters of Orion 2.£24.99 

MDK_ £17.99 

Mech Warrior 2 & Expansion PAa.£25.99 

Micro Machines 3.£25.99 

Microsoft Golf V3.£13.99 

SALKS LINKS OPKM: 

MON-FRI 9am - 8pm 
SATURDAY 10am - 7pm 
SUNDAY 10am-4pm 

ND pCMHI£ EXCfMMGf POUCY IF YOU 

ARE UNHAPPY WITH YOUR PURCHASE FOR 
ANY REASON, SIMPLY RETURN ThlE ITEM IN 
PBIFECT CONIdITION WITHIN 48 HOURS OF 
RECBPT BY RECORDED DEUVBLY AND 
SUBJEa TO A FEE (10% OR AAINIMUM £4), 

WE WILL SWAP IT FOR ANOTHER m^mis 
OFFK APPUB ONLY TO ITEMS USTED IN 
OUR MOST CURRENT ADVERTS. WE RESERVE 
THE RIGHT TO RffUSE EXCHANGE IF THE 
ITEM IS NOT RECBVED BACK IN PERFEa 

CONDITION). STATUATORY RIGHIS NOT APFECTH) 


0 

0 


WITH EVERY ORDER 
LI. EVBIY TIME YOU PLACE AN ORDER YOU MAY 
PIECE OF SOnWARE FROM OUR FREE OFT UST OF GAMES AND 
EDUCATIONAL PROGRAMMES. THERE IS A UMTT OF ONE FREE GIFT 
PER WEEK BUT NO MMMIUM ORDBt VAUIE TO QUAUFY. SECONDLY, 
YOU WUL ALSO RECaVE OUR UYEST 24 PAGE CATALOGUE PACKS) 


R£ASEIB^B/mT0faLP0K)K3ULfieES0FMMEWB40^^ 


MiatosoFT Fught Sim '98 ”* NEW ”•. £38.99 

Mickosoft Southekn Caufornia Data Disk fob FS6.£23.99 

Microsoft Flight Sim 5.1 S, New York + Park.£37.99 

Perteq Flight Scenery au around the World. £21.99 

Scmicf Disk 6.0 - Engiand & Wales/Hong Kong. £17.99 

Scenery Disk 5.1 - British Isles 1 & 2, China .each £19.99 

Scenery Disk 5.1 - Europe 1 .£29.99 

FughtSimS.I Tower . £39.99 

Fught Sim FSFX V2 - Contains extka pianb^ saNEinr, sounds 

etc FOB fS5.1 & FSdTuQims fught shop) __£28.99 

Flight Shop V2 for FS5. 1 & FS6 .£35.99 

Boeing/Business Jets/Airbus/Great Arunes .each £22.99 

Real Aib Traffk CoNTRa. £30.99 

Flying Ciasscs; everything from a Sopwith to Concorde!.£ 1 7.99 


HOME & REFERENCE 


MlOOSOn SPECIAL OFFERS 




RRP 

3D Movie Maker Nickelodeon/Standard£49.99. 

Ancient Lands..£29.99. 

ofTer 

.£32.99 

.£24.99 

Autoroute '98. 

.£59.99. 

.£50.99 

Bookshfif '06. 

.£49 99. 

.£39.99 

ClNEMANlA '97. 

.£49 99 . . 

£18.99 

Creative Writer & Fine Aetist .. 

.£59.99 . 

. £28.99 

Dangerous Creatures. 

Encarta World Atlas '98 

.£29.99. 

£49 99 

. XI 3.99 

£39 99 

Encarta '98 Standard.. 

.£49 99 

£38 99 

Encabta '98 Deluxe. 

.£79.99. 

.£62.99 

Money '97. 

.£29.99. 

.£24.99 

Oceans. 

.£39.99. 

.£24.99 

Office '95 Standard V7. 

Office'95 Pro V7. 

OFFia Pro '97 Win '95 

.£199.99 . 

.£299.99. 

.£499.99. 

.£69.99 

.£129.99 

.....£199.99 

Plus (For Windows '95). 

.£49.99 . 

.£35.99 

Plus for Kids. 

.£19.99. 

.£17.99 

Publisher '97 (Win '95). 

.£99.99 

£69.99 

PuBUSHER V2 (Win 3.1). 

.£99.99. 

.£29.99 

Windows '95 Upabadf. 

.£99 99 

__ 144.99 


. £40 90 

. J14.99 

. £29.99 

Works V3 + Money. 

.£69.99 

Works V4 + Money '97. 

World of Fught . 

.£79.99 . 

.£32.99 

.£14.99 


Microsoft Return of Arcade (Win '95 only).£17.99 

Monster Tnuas.£29.99 

Monty Python's Quest for the Holy Grail.£17.99 

Moto Racer.£27.99 

Muppet's Treasure Island.£26.99 

Myst (includes demo of RIVEN).£17.99 

NAS£AR2. £19.99 

NBA Live'97.£16.99 

NBA Live '98.£27.99 

Need for Speed 2.JE27.99 

Network QRauy.£14.99 

Network Q Rary & X Miles Data Disk.£20.99 

NFL Madden '98.£28.99 

NHL Hockey'97.£16.99 

NHL Hockey '98.£28.99 

Oasis Interactive/U2 Interactive.each £22.99 

Oddworld: Abe's Oodysee...£24.99 

OUTWWS.£27.99 

Outpost 2.£27.99 

Pandemonium.£19.99 

Pandora Directive.£19.99 

PGA Tour Gap Pro.£26.99 

Phantasmagoria 2.£22.99 

PiNBAU '97.£12.99 

POD. £17.99 

Police Quest Collection 1-4.£21,99 

POSTAL.£22.99 

Premier Manager '97.£24.99 

Privateer 2: The Darkening ..£19.99 

Puzzle Bobble.£17.99 

QUAKE__£12.99 

QUAKE Tremors Data Disk.£12.99 

QIZone- 100s of extra levels for Quake.£12.99 

Scourge of Armagon/Dissolution of Eternity.each £19.99 

Shrak (extra levels for Quake).£14.99 

Rayman (windows '95).£18.99 

Realms of the Haunting.£1^99 

Redneck Rampage.£22.99 

Resident Evil ..................................».......„..........£25.99 

Riven..£27.99 

Road Rash.£10.99 

Sampras Extreme Tennis.£19.99 

Scorcher.£12.99 

Scrabble (3.5* Disk).£19.99 

Screamer 2.£19.99 

Sega Rally (requires Pentium 90 or higher).£22.99 

Sega Worldwide Soccer '98.£27.99 

Settlers 2. £13.99 

Settiers 2 Mission Disk.£12.99 

Shadows of the Empire.£27.99 

Shadow Warrior.£27.99 

Sierra Sports: Golf/Basebau '98.each £21.99 

ShentHuntb.£18.99 

Sim City 2000 Anniversary Pack includes Sim City 2000, 

Urban Renewal kit + SaNARio Disk 1 -i- Disaster Disk.£19.99 

Sim Copter.£18.99 

Sim Golf.£17.99 

Sim Isle/Sim Tower.each £8.99 

Sonic 3D.£21.99 

Sonic CD.£19.99 

Sonic & Knuckles.£18.99 

Speccy '97 CD (3000 Spectrum & 1200 C64 games) £14.99 

Star General.£24.99 

Star Trek Borg.£21.99 

Star Trek Captain's Chair.£26.99 

Star Tkk EnaaoPAEDiA.£26.99 

Star Trek Generations + ‘EXCLUSIVE* A1 Poster.£22.99 

Star Trek Omnipedia.£17.99 

Star Trek: Starfleet Academy.£27.99 

Star Trek The Next Generation: A Final Unity.£10.99 

Star Wars Monopoly.£28.99 

Super Puzzle Fighter 2.£11.99 

Syndicate Wars... £17.99 

Ten Pin Alley.£27.99 

Test Drive 4. £27.99 

Theme Hospital..£26.99 

Thrd Reich.£19.99 

Tie Fighter vX Wing.£27.99 

Tiger Shark.£28.99 

Tomb Raider 2.£26.99 

Total Annihilation.£27.99 

Total Animals: iNauDES Oltz, Dogz & Worms.£18.99 

Trophy Bass Fishing 2.£14.99 

Ultima Onune.£33.99 

Ultimate Doom.£11.99 

Unreal__ £27.99 

US Navy Fighters'97.£19.99 

VirtuaCop.£17.99 

ViRTUA Fighter 2.£28.99 

Virus.£25.99 

Voyeur.£9.99 

Warcraft 2 Deluxe inc 50 extra levels + hint book..£27.99 

Maximum War: 1650 levels for Warcraft 2.£14.99 

Warhammer: Shadow of the Horned Rat.£17.99 

World Rauy Championship (Network Q Rauy 2) ....£21.99 

Worms 2 .£27.99 

X Com: Apocalypse.£27.99 

X Men Children of the Atom Win 95.£21.99 

X Miles - Data Disk for Network Q Rally.£6.99 

Yooa Stories.£15.99 


0 

0 
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OKDKK WITH COMFIOKHCK FROM ONE 
OF THE LARGEST DISTRIBUTORS IN THE 
COUNTRY! OVER 700,000 SOFTWARE ITEMS 
SUPPLIED SO FAR AN5 YOU WILL BE SAFE 
KNOWING THAT YOUK CHKDIT CARD mU 
HOT BK DKBITKD UNTIL OKSBAKH! 

WE PROVIDE ONE OF THE FASTKST 
DELIVERY SERVICES AROUND, 2-3 
WORKING DAYS MAX ON ST6CK ITEMS. 
(PLEASE ALLOW 8 DAYS FOR CLEARANCE IF 
SENDING A CHEQUE) 



3D Ultra Pinbau.£10.99 

7thGuest -i- IIth Hour.£13.99 

Ascendanq.£10.99 

Broken Sword.£9.99 

Cannon Fodder 2 + Dune 2 ,.£13.99 

Capitalism. ....£9.99 

Championship Manager 2.£9.99 

Championship Manager Foreign Leagues Fr, Ger, It 3 FOR £9.99 
Chronicles OE THE Sword ....£8.99 

Civilisation. ....£9.99 

Cricket '96 (EiEaRONic Arts) ,.£1 0.99 

Crusader No Remorse.... ..£10.99 

Dark Forces. ..£11.99 

Desert Strike & Jungle Strike ....£9.99 

DESTRuaioN Derby.£12.99 

Doom 2 (Win '95).£13.99 

Earthsiege2. .£12.99 

F22LGHTNING2. ...£9.99 

Fade TO Black.£9.99 

Flight Unumited ‘DOS*.£9.99 

Full Throttle.£12.99 

Grand Prix Manager.£8.99 

Harpoon Classic.£9.99 

Heretic.£11.99 

Hexen.£11.99 

Holmes 2; Rose Tattoo.£10.99 

Indycar 2.£9.99 

Jimmy White's Snooker.£10.99 

Kings Quest 7.£9.99 

Lemmings Paintball -i- Oh No! More Lemmings + liMMiNGs£12.99 

Lttle Big Adventure.£10.99 

Magic Carpet 2.£10.99 

Micro Machines 2 Special Edition.£10.99 

Monkey Island 1 &2.£12.99 

Mortal Kombat 3.£12.99 

PGA European Tour.£8.99 

PoucE Quest SWAT.£9.99 

Psycho Pinball.£11.99 

Rebel Assault 2.£11.99 

Return to Zork.£7.99 

Sam & Max Hit The Road + Day of the Tentacle.£13.99 

Screamer.£8.99 


Sensible World of Soccer (Euro '96 Edition).£9.99 

Shell Shock.£8.99 

Space Hulk 2: V.O.T.B.A.£11.99 

Strife.£7.99 

Terranova.£10,99 

The Dig.£10.99 

Theme Park.£9.99 

Tie Fighter CoLLEaoR's CD.£12.99 

Time Commando.£10.99 

Top Gun.£10,99 

Transport Tycoon & World Editor.£9.99 

Ultima 8 Classic.£10.99 

Ultimate Soccer Manager 2.£9.99 

Under a Kilung Moon.£9.99 

Virtual Pool.£12.99 

Wing Commander 3.£12.99 

Wipeout. ...£9.99 

World Rally Fever .£10.99 

Worms United.£10.99 

X Com: Terror From the Deep.£10.99 

XWiNG Collection -i- Rebel Assault.£13.99 

Z. ..£9.99 



£22.99 ^ £28.99 : 

£28.99 - 

101 DaimationsStorybook/Phnt Centre.£30.99/£28.99 

Aladdin Activity Centre_ _£19 99 

Hercules Animated Storybook. 

Hunchback of Notre Dame/Pocahontas Storybook ... 
UoN King Animated Storybook. 

.£30.99 

.each £30.99 

.£28.99 

Lion King Aomiy Centre. 

£10 99 

Mickey & Crew Print Studio 

.£28.99 

Timon & Pumbaas Jungle Games. 

Toy Story Animated Storybook/Winme the Pooh. 

.£31.99 

.EACH £30.99 


DORLING KINDERSLEY 


AA Driving Test Pass First Time.£19.99 

BBC Garden Designer 3.£19.99 

Corel Draw 4.£26.99 

Family Tree Maker (Europress).£16.99 

Hutchinson's Encyclopaedia '98.£29.99 

Infopedia UK.£12.99 

Kai's Power Goo.£29.99 

Mavis Teaches Typing V4.£24.99 

Ordnance Survey Map of Great Britain.£17.99 

Oxford Interactive ENacioPAEoiA. £19.99 

Partition Magic V3.£42.99 

Redshift 2.£30.99 

Taxcalc '97.£23.99 

The Unexplained.£9.99 

Voice Type Simply Speaking. £42.99 

World Atlas V6 .£12.99 



3D Skeleton 

Amazing Animals Activity Centre. 

BMA Family Health Guide 

Castle Explorer. 

Children's ENacLOPAEDiA. 

Childrens Multimedia Dictionary 
Chronicle of 20th Century. 

ENacioPEDiA OF Nature 2. . 

Encyclopedia of Sqence + Nature + History . £24.99 

Encyclopedia of Science 2. £25.99 

ENaCLOPEDIA OF SPACE & UNIVERSE . £25.99 

History of the World. £19.99 

1 Love Spelung/I Love Maths. each £19.99 

My First Amazing World Explorer. £19.99 

My First Incredible Amazing Dictionary. £19.99 

PB Bear's Birthday Party. £19.99 

Photo Gallery Children, Wild Aniaaals, Dinosaurs. Insects 

& Bugs, Flowers, Classic Cars. Cats, Birds.each £ 8.99 

Stowaway. ..£14.99 

Ultimate Human Body 2 ..£25.99 

Virtual Reality Bird/Cai each £14.99 

Virtual Reality Dinosaur Hunter. £19.99 

Way Things Work 2.... ..£25.99 

World Atlas for Windows . .£28.99 


Du Seuss ABC/Gheen Eggs & Ham/Maths Workshop.. .each £23 99 

Harry & The Haunted House/Just Grandma & Me.each £23.99 

Kid Pix Stuoio/Little Monster at School.each £23.99 

Logical Journey of the Zoomiinis.£23.99 

Ruffs Bone/Giegory L the Hot Air Ballon.each £16.99 

Sheila Rae, the Brave/Tortoise i the Hare.each £23.99 

EUtOPRESS 

FUN SCHOOL 6 - Fairyland, Magicland, Futureland .£19.99 

Games Faqoily.£29.99 

GCSE Maths/Engush/Physlcs.each £14.99 

Micioson 

Creative Writer/Fine Artist.each £16.99 

Creative Writer 2.£24.99 

Fine Artist + Creative Writer Double Pack.£28.99 

Magic Schoolbus Earth/Body/Soiar System/Oceans/Dinosaurs each £24.99 
Ultimate Haunted House/Magic Schoolbus Rainforest...each £24.99 
OTHERS 

ADI Boo Read & Count 4-5/6-7yrs.£18.99 

ADI Engush & Maths 11-12/12-13/13-14/14-15.£19.99 

BBC Wallace & Grommit.£16.99 

Iona Range ■ Milue's Math House, Mupphs Beginning to Read, Mupphs 

Read Listen Learn,Sammy's Soence House, Etc.each £13.99 

Jan Pienkowski's Haunted House.£12.99 

Print Artist V4 (Sierra}.£17.99 

Revise GCSE Physics, Biology or Chemistry (ACACIA Series).£18.99 

SmPark/Sim Tunes.£21.99 

Studyworks Maths ages 14+.£14.99 

Virtual Springfield.£18.99 

Winnie the Witch/Fish Who Could Wish/Whales & Dolphins..each £9.99 


THE 10 OUT OF 10 RANGE 

is a highly-flcclaimed collection of ine]g>ensive packages 
aligned to the national curriculum which teaches solely 
through game-based activities designed to stimulate your 
children and interest them. Choose fromEoriy Essentials 
.. 

16), German (6-16), 

__£12f.' 



...Each £44.99 

)R Spanish. Gm 


lANGUAGE 

Gioul Languages - Learn to speak French, 
German, Itauan or Spanish through ustemng, 

SPEAKING AND WRITING. THREE LEVELS ON EACH DISK - 

Beginner, Intermediate and Advanqd 

„ , „ ONLY £19.99 Each 

Beruh Think & Talk Range 

French/German/Spanish/Itauan.. 

fcUROPRESs Language Labs French, (jerman, Russian or Si_ 

YOUR CHILD A HEAD START WITH THESE FUN TO USE PACKAGES .£16.99 

Language Assistant (Translator) Easily translates documents from 
OR into French, German, Spanish or Italian. Eaw £19.99 


UTILITIES 


lCleansweep '97. £32.99 

\ First Aid '97 for Windows '95. £21.99 

\First Aid '97 Deluxe FOR Windows '95. ...£35.99 

> \ Guard Dog . £37.99 

£21.99 'McAfee VirusScan V3.. £24.99 

. McAfee VirusScan inc Q'ly Updates ..£36.99 

ei^^uTS & Bolts . £38.99 

PC-CiLUN '97. £24.99 

Uninstalaer 4.5. £30.99 


SouNoeusiK AWE 64 Gold 

3D Stereo, 128 instruments, 10 

OHANNEL mixer, CREATIVE WeBPHONE 
SOFTWARE, MICROPHONE, SPEECH 
RECOGNITION SOFTWARE FOR UP TO 

30,000 commands!!) and more!! 

£159.99 



0113 334 0444 

SALES HOTLINES 7 days 

0113 334 0090 

TECH SUPPORT Mon-Fn 

0113 334 0446 

CUSTOMER SERVICES 

Mon-Fri, 9am-6pm 

0113 334 0770 

SALES FAX LINE 

email: GameplayUK@aol.com 


GRAPHICS CARDS 



THE WORLD S 

FIRST SP 

GRAPHICS 

CARP!! 

Fe«t«rin« tie utest Power VR Arcrre-levei 

ACCELERATOR CIIR ARR A LiCITNIIC FACT 
llttiT II CRARIICC CARR, TIE ArRCAlVFRE 51 
IS TIE MRST RRWERFIL RRAFIICS CARR 

availarleI Crmes riirler witi Meci Vmiirr 
t , iiTiMATE Race, Virerit t097, Trhr 
Rairer air Terracire tr ret vri rriirI 

Apocalypse 5D 6MB RAM.£164.99 

Apocalypse 5D 8MB RAM.£189.99 

ArocAimE 5DX - Power VR 5D accelerator chip. 
Compatiile with au DirectDRAIY 2D craphics carrs 
Apocalypse 3DX -l- 5 game demo CD .. .£64.99 
Apocalypse 3DX + 5 games usted above £94.99 


JOYSTICKS & MICE 


Alfa Twin SriinEi Adaptok - run 2 or more joypads from 

ONE PORT. Supported by DOS & Win '95.£15.99 

CH Fughtstick Pro Joystick.£49.99 

CH Throttle Pro.£94.99 

CH Virtual Pilot Pro.£77.99 

CH Pro Pedal.£77.99 

CH Force Feedback FX Joystick.£109.99 

CHGame Card.£25.99 

Gravis Grip 4 Way Adaptor & 2 Pads.£69.99 

Gravis Analogue Pro Joystick.£19.99 

Gravis Gamepad.£16.99 

Gravis Gamepad “Pro**.£27.99 

Saitek Megagrip 8 Joystick.£8.99 

SuNCOM F-15E Talon .£44.99 

SuNCOM F-15E Raptor .£29.99 

SuNCOM G-Force Plus Yoke.£34.99 


Moosoft SBeNMDa PWoskm ho .>.£47.99 
Miciosoft Soenmob Foke ftEDiAa.£CALL 
Miciosoft Soewmdb Gmwfm)._ £29.99 



thrustmasyer products 

Thrustmaster T2 Steering Assembly Comes with Steering Wheel, 

Gearstick, Pedals & Programmable Buhons . £99.99 

Thrustmaster GPI Steering Wheel Bonus Pack - 
includes Network Q Rally, X Miles & Power FI £48.99 

Thrustmaster ACM Game Card .£26.99 

F-16 FLCS Joystick- Features Four 4-way hats, 3 Buttons. 

Dual Stage Trigger & Paddle Switch. £109.99 

F-16 TQS Throttle - True Repuca of F-1 6 Throttle Quadrant 
Sysiem.Tak3Eiipk; Cursor CoNiRa, 4 -way RADIO swn’CH,Erc.£1 09.99 8 

F.22 Joystick. £129.99 

X-Fighter Joystick. £38.99 

RCS Rudder Control. £119.99 

Thrustmaster Mk2 Weapons Control. £89.99 

Thrustmaster Phazer Pad. £25.99 

Top Gun Official Joystick - 4 Way Hat Switch, Weighted 
Base, 3 Beveled Buttons, Quick AaioN Trigger and 

Thrustmaster quality and durability!. £29.99 

Top Gun Joystick + Top Gun game (by Microprose)..£38.99 


SAITEK JOYSTICKS 



X36FughtsixxAThbqttl£Pa(x 

Unarguably the best bundle this 
Christmas! Excellent reviews 
FROM all AAAGAZINES, EVERY FEATURE 
CONCEIVABLE - CALL FOR MORE INFO 

£84.99 


BRILUANT new concept IN GAMES 
CONTROL ALLOWS YOU TO PLAY AND 
I MASTER COMPLEX GAMES MORE EASILY. 

Simply touch the piqure to 

CONTROL THE GAME! FULLY 
i PROGRAMMABLE, 8 WAY THUMB PAD 

£39.99 





8 BUnONS, individual turbo and auto¬ 
fire SELEO. LED, Auto-caubrating, 15 Pin 

£14.99 


i Saithc Acemaster 18 
4 Microswitched fire buttons with 
turbo-fire. Hat switch, seperate 

THROHLE LEVER, PROTEIN RUBBER GRIP 

£28.99 

Saitek X36F Programmable Flightstick.£59.99 

i Saitek X35F Throttle Rudder System.£39.99 



MADCATZ 
STEERING WHEEL 

COMES complete WITH GEARSTICK AND FOOT PEDALS 

ALSO HAS BUTTONS ON THE STEERING WHEEL WHICH CAN BE 
PROGRAMMED AS GEARSHIFT OR BRAKE/aCCELERATOR 

FUNQ/ONS. Suitable for use with almost au driving 
games, eg grand Prix 2, Wipeout, Formula 1, etc 

PLUGS INTO ALL 

STANDARD JQYP^PORTS NO SPECIAL HARDWARE REQUIRED 

/Ck SWECUl OFFEt!! 

A A 1^41 • buy a aaad catz 

mgL STEERING WHEEL 

AND GET £3 OFF ANY 
_:: DRIVING GAME 


FI Sim Compact Steering Wheel.£69.99 



out this order form and post to: 

(S^EPLAY, 21^* CENTURY HOUSE, 
cross OMNCBIOR STREET, 1£B>S, IS6 2TG 


..Have you ordered before? Yes / No 


Item description 


Price 


Address: 


Postcode:. 


Tel:. 


..Fax:. 


CashG Cheque □ Postal Order O CardQ 



£ 


£ 


£ 


£ 


£ 

Optional express cheque clearance. If you are 

paying by cheque but do not want to wait for it to 
CLEAR PLEASE ADD £2.00 HERE FOR EXPRESS CLEARANCE 

£ 

Postoge is FREI for all games shipped within the U.K. DC D 

Oplionol NEXT DAY DELIVERY ovoilable: £4.00 for 1 st ' ^' 

item plus £1.00 for each subsequent item A1 

Overseos postage - £2.50 per software Hem 1 1 

£ 

£ 


CHARGBTO U.K. MAJNLAND. NBCT DAY 
DELIVERY FROM £4. PLEASE ORDER 
BEFORE 3PM TO ENSURE DESPATCH. 


Cheques payable to 'Gameplay'. " 

Prices correct of time of going to press. E & OE I 

I Card No. □□□□□□□□□□□□□□□□□□ Expiry Date □□/□□ teyE^No.DD ■■IMBUe j 

DCLIVERIIS UP TO i 

BY CASH/PO - SEND BY 1 

DELIVERY MAY STILL BE POSSIBLE . 


f jwp INCLUDING CHRISTMAS EVE! LAST ORDER DATES FOR CHRISTMAS: BY CREDIT CARD - 15/1 2/97, 
rii 7 T 27 y 7 rBYCHEQUE ^^ SEF 3 DBYT 7 T 2/97 Please call for delivery charges after these dates as 




































































































































































































































































































































































































































































































































































“Shadow Warrior is from a rare 
breed...excelient graphics, 
devious puzzles. A truiy exceiient 
gaming experience!” 

Net Gamer 90% 


From the creators of Duke Nukem 
comes the rather marveiious 
Shadow Warrior” 

PC ZONE 




lino 


This one's a nn-brainer. 


M barrel rampage in 
rnnms-nuer-ronms. 


Tanks. Inyride 'em nr trash 'em! Sticky sitnations call fnr 

sticky bnmbs. 


' GT Interactive 
Software 


Shadow Warrior^'^ © 1997 3D Realms Entertainment, Inc. All rights reserved. Produced & distributed under license from GT Interactive (Europe) by Eidos Interactive Limited, 
GT^'^ is a trademark and the GT® logo is a registered trademark of GT Interactive Software Corp. TEN^*^ and the logo are trademarks of the T.E. Network, Inc. 

All other trademarks are the property of their respective companies. 



